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Unlimited Freedom of Movement: Jump, Cra\A/l, Duck, Fly, Walk on the Mooi 
or Ride on Subway Cars, Space Shuttles, Transports, Escalators, and More 

Modem and S Player Network (Co-operative and CommBat™] Modes. 

Swim Underwater to Find Secrets and Even Shoot into or Out of the Water 

Exotic Weapons like Powerful Pipebombs and Deadly Laser TrSpbombs. 

Amazing Fully Interactive 3D Environments. You Can Destroy Everything 
from Buildings, Lights, Monitors, Security Cameras, Windows, Air Ducts, 

Bridges, Walls, Ceilings, and More! 

The Future of 3D Gaming Will Never Be the Same. 




WWW Site [http://w\wi/.swcbbs.com] AOL [Keyword 3D REALMS] CIS [Keyw'ord REALMS] Software Creations BBS (Conf 4) 
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Rebel Assault If: The Saga Continues 

by Ron Dulin 

Will one of the most popular CD-ROM games ever be outdone by its own sequel? 
Featuring live actors and stunning computer-generated scenery, Rebel Assault //is 
destined to become an important new chapter in the Star Wars saga. Our roving 
reporter traveled to the LucasArts complex in San Raphael, California, to get the scoop on 
one of the most eagerly awaited games of the year. 

Cyberia^i Powered Up 

by Jeffrey Adam Young 

Yet another sequel is gearing up to top its massively popular predecessor. The 
Xatrix team have been hard at work to ensure that their sequel to Cyberla will be 
more beautiful and more playable than the first. Will Xatrix succeed in combining 
their incredible graphics know-how with a great game? Or will it just be another 
CD-ROM game on rails? Jeff Young investigates. 


COMPUTER « 
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Newsnet 

CyberHate: Baiting the rabid right on-line. 

Computer Playthings: Incredible hard and software for all your gaming needs, 
including Falcon's Mach V system and the ubiquitous "more." 

Shelf-Burners: The top-selling games ranked for each computer system. 
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Over the Line 

Zach Meston delves into the scary world of AOL users, where psychotic 
tendencies and irrational hopes seem to be the norm. Are these simply 
everyday posts regarding Blackthorne and MechWarrior 27 Or are they 
desperate cries for help? 

Shareware Spotlight 

There are some exciting things In this month's Shareware Spotlight It all 
kicks off with Id Software's Quake, and it doesn't stop there. Also included 
this month is Ruins: Return of the Gods from Apogee's 3-D Realms division, 
plus reviews of OJ/s Race to Acquittal and WinWar II. 

Point of Reference 

A potpourri of products to enlighten and entertain. This month, Mikki Halpin 
explores the wired and the weird, with CyberCrafts: Fun With Electronics, 
the 1995 Guinness Multimedia Disc of Records, the Star Trek Omnipedia and 
oh so much more. 

Previews 

Warcraft II, Ripper 
The Darkening 
Kingdom O' Magic 

Cheat Mode 

Every month, Kevin McCann brings you a variety of handy hints and sneaky 
tricks to give you that much-needed boost. This month, find the secret Mechs 
and more in MechWarrior 2, speed walk in ST:TNG "A Final Unity" and have 
an easier ride in Full Throttle. Also, cheats for Highway Hunter, Lode Runner 
and Slipstream 5000. 
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57 Doom II Mac 

60 FuryS 

62 Dungeon Master II: The Legend 
of Skullkeep 
64 Dust 

66 Paparazzi: Tales of Tinseltown 

68 The Last Dynasty 

70 The Last Bounty Hunter 

72 Burn:Cycle 

76 Phantasmagoria 


Capsule Reviews 

78 Power Pete 
Magic Carpet Plus 
Merriam-Webster's Word War Five 
Ishar 3: The Seven Gates of Infinity 

79 Daryl F. Gates' Police Quest 
Collection 

Head 2 Head 

LucasArts Archives Vol. 1 
Casino Deluxe 


Tired off wasting big bucks 
on expensive hint books? 
Looking ffor concise walk¬ 
throughs that are a breeze 
to read? Well look no ffur- 
ther! In this section, you'll 
ffind answers to even the 
most mundane questions, 
all ffor under ffive bucks. 
Featured this month: 

86 Star Trek: TNG "A Final Unity" 

by Kevin J. McCann 
92 The Orion Conspiracy 

by Kevin J. McCann 




How to Reach Computer Player 

Computer Player can be reached on¬ 
line for comments and suggestions. 
We'd be glad to hear any input you 
may have about our happening mag. 
Electronic mail can be sent to us via 
the following on-line services: 


World Wide Web Site: 
http://www.Net101 .com/computerplayer 
America Online: CompPlayer 
CompuServe: 70007,3554 
Internet: CompPlayer@AOL.COIVI 
Fax: 213.655.2339 

Subscription Inquiries: PLCR@KABLE.COIVI 


Or, if you prefer to contact us the old-fash 

ioned way by writing: 

Computer Player 
8484 Wilshire Bivd., Suite 900 
Beverly Hills, CA 90211 
Attn: Communications 
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There seems to be a battle on the horizon. Not one of systems or of 
developers, but one of game types. That's right, a battle for the type of 
game play style that will dominate the hobby for the next couple of 
years. Will the RPGers of old manage to convince the electronic-enter¬ 
tainment community that their preference is the foundation for which 
the action purests owe their dominance? For an answer to this semi- 
prolific question, you have to look at the past as well as the future of 
the hobby. 

Way back when, during the early 8-bit heyday of the Commodore 64, 
Vic-20, Apple II and Atari 400/800 series, electronic games made the 
genre transition from spaceship shooters to role-playing. This was also 
about the same time that corporations behind these systems were try¬ 
ing to position them as serious business machines. They wanted to get 
away from the "gaming system" image that they had developed. Every 

software company was 
producing checkbook and 
database manager pro¬ 
grams. Boy, what a laugh. 
Can you imagine the stu¬ 
pidity running through 
the minds—or should I 
say mindless heads—of 
the corporate stuffed 
shirts running these com¬ 
panies? Too bad they did¬ 
n't have the foresight to 
embrace this emerging 
industry, because the people who did are the ones in the forefront now. 

Anyway, back to role-playing games. The old 8-bit computers were a 
natural for this type of game. The worlds and universes programmers 
could create seemed limitless. Just add another floppy disk and 
bingo!—you had more characters and more scenarios. Sir-Tech 
launched the genre onto home computers back in 1981 with the 
l/l//zardry series, and the rest is history. But what happened later is that 
computer gamers were labeled as "nerds" and "hackers," as was 
depicted in the motion pictures of the time (see 1983's WarGames as 
perhaps the most commercially successful example). Anyone who 
played a computer game was a four-eyed, pencil-necked geek, or a mal¬ 
odorous slob with poor hygiene. The computer-gaming audience was a 
small, but die-hard and devoted group of individuals. Essentially, it 
remained that way for quite awhile, until games like Tetris, Wolfenstein 
3D and /Wysf ventured onto the scene. 

When these new genres of games came about, a whole new audi¬ 
ence entered the realm. No longer were computer games limited to 
nerd types. Now they were accessible and played by all sorts of people. 

I think that part of this rebirth in computer games is attributable to the 
fact that computers themselves are now much more accessible. It's 
much easier to use a computer and to play these games—without a 
degree in computer science. I believe that the success of entertainment 
software publishers will rely heavily on their ability to produce games 
with mass appeal as well as to retain the attention of hard-core gamers. 

—Mike Davila 
Editor in Chief 


"It’s much easier 
to use a computer 
and to play these 

games." 
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- 1 he explosion that devastated the Alfred P. Murragh 

—I I—I Federal Building in Oklahoma City in April of this 

year exposed a dangerous attitude of complacency 
toward the extreme right-wing fringe in this coun- 

-1 try. The twin spotlights cast by, on the one hand, a 

massive federal investigation and, on the other, a 
media hungry for sensational copy revealed a nationwide subculture of 
envy and hatred on the radical right, a subculture that appears to be 
thriving in the current political climate and which has been described by 
Christopher Hitchens as "that most dangerous of things: a majority feel¬ 
ing sorry for itself." One of the major factors ensuring the continued 
survival of the radical right's loathsome political agenda Is, believe it or 
not, the Internet. 

It was with a certain trepidation that we at Computer Player decided 
to go on-line with America's cyber-nazis. Would we be giving these 
idiots free exposure for their nauseating views? Shouldn't we asphyxiate 
them by denying them the "oxygen of publicity"? Well, yes, probably, 
but once we got to check out the kinds of nonsense these people traffic 
in, we figured we'd be putting off more people than we'd help to recruit. 
Besides, we certainly don't believe many of you are very susceptible to 
the kind of trash we're going to wave in front of your face right now. 
Hold your nose. 

So we set the controls for the black heart of the 'Net, steering a 
course toward our destination: the Stormfront BBS, which calls itself a 
"White Nationalist Resource Page." We logged on and felt that sicken¬ 
ing lurch in our stomach as the usual graphics came up on our screen; 
Gothic-type, German iron cross, bombastic, pseudo-Wagnerian name 
redolent of Wehrmacht campaigns—all the usual cliches, familiar to any¬ 
one who's made even the briefest study of the far right. 

We surfed. 

First off, we checked into a rambling piece by Louis Beam, a Grand 
Knight of the Texas Ku Klux Klan, entitled "Leaderless Resistance." We 
won't bore (or nauseate) you with its scabrous, vicious content; suffice it 
to say that it traded heavily in the kind of innuendo, rumor and lies that 
the far right uses to stampede certain sectors of trailer-park America into 
its corral. Beam was one of those Klansmen that burned Vietnamese 
immigrants in effigy in Galveston Bay in the early '80s, calling them by 
that infamous "g word" and so on. Nothing nice about Louis, once you 
only scratch the surface. 

Then it was on to more obvious stuff. There was a lengthy piece on 
the siege at Ruby Ridge. The author called it "a massacre." We rather 
suspect he would have avoided using that word if he'd been writing 
about what happened to those 160 or so people in Oklahoma. Don't for¬ 
get, this is a subculture that takes it as a documented fact that Bill and 
Janet planned and executed that atrocity even as they were washing the 
blood of Waco's Branch Davidians off their greedy, tax-grabbin' hands. 

And, sure enough, the next piece was all about the Koresh cult's 
fiery demise at the hands of the Feds, and, again, the word "massacre" 
was freely used. 

From there, it was on to Storm Warning: commentary by 
Stormfront's "correspondents." The tone of these pieces was unvarying, 
which led me to wonder if they were all written by the same person. In 
the end, it doesn't really make any difference though. Like dazed and 
semi-illiterate boxers after a fight, these people, however many of them 
there are, all rely upon the same sterile vocabulary, the same "pre¬ 


The Dark side of the Net 


HiXif w and /far is roi 

That cankers root and jhat ahk«: 

Fighi ckotify then, not, fiar not. 

Strike with no madness when you strike. 

-Robert Graves 

'I you to jujt let a wave of intolerance wash ever you 1 want you to let a wave of haired wa^h over you. Ye?, hate is 


sentable" phrases and Ideas to distance themselves and their readers 
from the fact that they're peddling ideas that might end up costing 
human lives one day. 

For cyber-nazis, the Internet offers two things. Firstly, it gives them 
access to a potential audience larger than they could ever have dreamed 
only a few short years ago, when they were stuck with mailing lists and 
1-900 numbers. 

Secondly, the fact that home computers and Internet access are still 
largely a middle-class phenomenon means that the profile of the type of 
person logging on to a nazi web site will be very different from the 
usual disaffected malcontents the right normally recruits from the fore¬ 
closure auction or the unemployment line. Most college-educated users 
will see things like Stormfront for what they really are—scapegoating, 
xenophobia and so on—but it only takes a couple of people as twisted 
as, I don't know, say, the Unabomber, to log on and pledge their undy¬ 
ing commitment to this "cause" and we're all in trouble. The Internet, in 
this area at least, might be acting as an ideas forum or even a dating 
service for some of the most dangerous and unstable elements in our 
society. 

The solution? Hard to say really. Attempts to regulate the Internet 
should of course be met with the fiercest opposition: It can be argued 
with some conviction that the 'Net is only the sewer, not the sewage 
itself. As with other issues In the media, it's true to say that the problem 
is with society itself and the 'Net merely reflects it. In this case, 15 years 
of society's and the media's steady drift to the right have brought the 
views of people like the authors of Stormfront closer to the mainstream. 
And, sadly, for the time being, the 'Net promises to keep them there. F 
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Succumb to 


nyone who knows anything about the defense industry probably learned a lot of what they know from the myriad sources of military facts 
published by Jane's Information Group, the century-old publisher of Jane's Defense Weekly, International Defense Review and Jane's 
Fighting Ships, among others. Now Jane's has entered into partnership with Electronic Arts 
igin to lend its prestige and its huge vault of military information to a new series of sims under 
general title of Jane's Combat Simulations. Two new, ultrarealistic sims, the first fruit of the part- 
hip, should hit the stores by the end of the year. The first, AH64D Longbow, is a chopper sim that 

will put gamers behind the joystick of one of the 
wickedest, most lethal helicopters currently carv¬ 
ing up the skies. You'll experience a highly interac¬ 
tive training syllabus before being thrown into real 
historical conflicts like Desert Storm and Just 
Cause, to name only two. Also included will be an 
all-stops-out campaign against Ukrainian troops in 
the Baltic states. Super Fighters (a working title) is 
a modern jet combat sim, based on experimental 
fighter aircraft with radical designs. You'll be able 
to perform extreme maneuvers in dogfights and 
use super-stealth abilities for deep penetration 
strikes against enemy forces and strategic targets. 

For more information, contact Electronic Arts at: 415.513.7661, or Origin Systems at: 
512.434.4263. 


Discs 

he growth of education-based software on CD-ROM takes another step forward with GTE 
Interactive's new five-disc Discovery Pack, now available for PC and Mac. The package is aimed 
at children age three to nine and focuses each of its discs on a different educational goal. Vitsie 
Visits the Ocean uses an adventure-based format to teach your mini-marine-biologists about the 
denizens of the murky depths of the deep blue sea. Monster Lab uses...uh, monsters to help 
kids build their memory skills. Exploration is the theme of Professor Wise and His X-Ray Eyes, 
which takes the user on a search for hidden objects in places like an Egyptian pyramid and a toy 
factory. Lost and Found is dedicated to teaching kids about discovery and, finally. Night Light 
takes ahold of that age-old fear of the dark and imparts lessons in, of all things, courage.... The 
five-disc pack retails for $19.95. 

For more information, contact GTE Interactive at: 800.GTE.TODAY. 





Ready, 


S oftdisk Publishing, which I'm guessing has to be the biggest multimedia concern based in 
Shreveport, Louisiana (home of the Louisiana Hayride, if memory serves...), has developed a 
wild-sounding new 3-D multiplayer game called GREED, multilevel demos of which have been 
available on the Internet since August 1. 

G/?EED offers multiplayer modem play, a hairy storyline, plus—and at this my ears prick up 
and all my little hairs stand on end—"an ultra-carnage atmosphere." Say no more: Gimme, 

gimme! 

Among the features on offer are sloped and curved floors 
and ceilings, fully rendered and animated cut-scenes and 
a CD-quality soundtrack to keep your booty shakin' as the 
blood and the viscera flow. Within the game itself, partic¬ 
ularly inventive features include the Holo-Suit, which 
enables a player to take on the appearance of any other 
object or character in the game, including monsters or 

other players. Trippy! Also, there will be squad-based Al, which will apparently redefine the meaning of 
the word BERSERK! Insta-Wall will allow you to create walls through which nothing can pass. My 
favorite device is the Portable Hole (the mind reels), which has two ends that players can carry and drop 
where they wish. Once the second is dropped, you can jump in and end up wherever you left the first 
one. Trippier! 

GREED uses software licensed from Doom-sters Id Software, quite a few of whose employees started 
out working at Softdisk. The full version of GREED w\\\ retail for $39.95. Sounds promising. 

For more information, contact Softdisk Publishing at: 318.221.8718. 
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If you've ever sat in front of your screen playing some lame-o puzzle game, saying to yourself, "I could make a better game 
than this piece of crap," then the time has come to put your money where your mouth is. Centron Software has put together a puz¬ 
zle-making kit for Windows 3 .7 called Puzzle Power that will enable you to make your own word games and brainteasers, complete 
with sound, video and pictures. Crosswords on grids up to 30x30 squares large; word search grids hiding words land clues and 
enigmas...! horizontally, vertically and diagonally; kriss kross puzzles and cryptograms—all these word-based game formats, in vari¬ 
ous fonts, colors and sizes, are available to you to demonstrate your inventiveness. Also included are 500 classic crosswords from 
the New York Times and a Roget's Electronic Thesaurus. 

For more information, contact Centron Software at; 9t 0.692.2009. 
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the eagerly awaited follow-up to the award-winning 






13 LEVELS OF PUY 

VARIABLE OUTCOMES AND 
MULTIPLE SUBPLOTS PROVIDE 
VIRTUALLY ENDLESS GAMING 

. AMAZING 3-D ANIMATION 
BY JIM LUDTKE 

ORIGINAL SOUNDTRACK 
BY UNDERGROUND 
LEGENDS THE RESIDENTS 

INTELLIGENT 3-D CHARACTERS./^ 


THIS UNIQUE ROLE-PLAYING GAME 

irOU TO ^ 

CARNIVAL OF THE DAMNED 

WHERE THE CHARACTERS ARE THE RIDES 

’1 OUBfil AMf® TMM 

WHILE SOLVIHG A MYStERY OF MURDER 

AND INTRIGUE IN A WORLD POPULATED BY 
TUN TNUOltCiUTTABLE CA$<iT nKIHBURlii 

CHOOSE TO BECOME DIFFERENT CHARACTERS 

AND EXPLORE THE INCREDIBLE ARRAY OF 


AS YOU ATTUIHPT TO UMRAYEL THE 

MIDWAY’S DARK SECRETS 




FLYING NAVIGADON SPEEDS YOU 
TO YOUR DESTINATION 

BE THRILLED AND AMAZED AT 
THE MIDWAY AnRACTIONS 

KILL A COMMIE 
SHOOTING GALLERY 

MARVELS OF MAYHEM 

OSCAR THE RAGING RAT 

TORTURES TOP TEN 




COMING FROM INSCAPE 
OCTOBER 31, 1995 


CIRCLE #130 ON READER SERVICE CARD. 





























A dditional strategy guides that came 
our way and caught our attention 
this month were Glen Edridge's 
Discworld: The Official Strategy Guide 
and Celtic Tales: Balor of the Evil Eye: The 
Official Strategy Guide, by Ronald 
Wartow (Prima, both $19.95). The 
D/sc wo r/d tome aids the gamer in solving 
he puzzles in Terry Pratchet's bizarre fan¬ 
tasy. Help Rincewind the Wizard travel 
through time and solve the puzzles that 
will rid the kingdom of Ankh-Morpork of 
the evil dragon that torments it. The 
Celtic Tales publication will take the play¬ 
er through the various subtleties that 
hold sway in this medieval role-playing 
game. Learn to govern your tribes effec¬ 
tively, form alliances, recruit new follow¬ 
ers and ward off attackers. 

Each guide comes packed with maps, 
screen shots, clues, hints and tables, and 
it guarantees that each game will be a 
richer experience. 

For more information, contact 
Prima Publishing at: 916.632.4400. 


P rima Publishing has added three more titles to its ever-expanding PC-related 
technical books series. Stacker Multimedia, by Stuart Stuple, takes the reader 
through the intricacies and idiosyncrasies of Stacker, the disc compression program 
that lets you run MS-DOS programs with greater speed and efficiency. It includes (as 
an exclusive) the Emergency Room, which answers those 
questions and problems that arise most frequently, as 
well as a glossary of terms and Sfac/cer commands. Stack 
away to your heart's content! 

Moving right along, we come next to Sound Blaster: 

Making WAVes With Multimedia, by David Day and Valda 
Hilley, which enables you to maximize your PC's capacity 
for sound, music and—should the mood take you— 

NOISE! From installation and creating and recording 
music, through to having the PC read files out loud, you'll 
find everything you need here to make sweet music with 
your PC. 

Bringing up the rear, and very much like the guy fol¬ 
lowing the parade with a shovel and a bag, is Uninstaller 
3: Uncluttering Your PC. David Warren and Vald A. Hilley 
will show how to...uh...install Uninstaller (\t says here) 
and use it to uncover valuable hard drive space by remov¬ 
ing unneeded and unwanted files. Sweep the house and generally put out the cyber 
trash cans, the better to free up a little room for clearheaded computing. 

All three titles retail for $19.95. 

For more information, contact Prima Publishing at: 

916.632.4400. 


6«: 

Two different but burgeoning fields — the computer-gaming industry and the trading card market—have crossed over for the very first time. 
SkyBox International recently unveiled a demo of SkyBox: Into the Vortex, its graphic adventure CD-ROM game, at the San Diego Comic-Con, and 
the game's release this fall will be accompanied by the release of a 90-card set of trading cards featuring artwork that inspired the game, by such 
artists as Julie Bell, Dave McKean, Brom, Brian Stelfreeze and Dave Dorman. The Mac/PC-compatible game will cost you $29.95 {and will include 
three free packs of cards) and each six-card pack will retail for $1.79. 

For more information, contact SkyBox at: 919.933.4700. 
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I ike proud parents, all of us here at Computer Player Mansion have been 
handing round the cigars and congratulating one of our very own, Jeff 
James, no stranger to these pages, on the publication of Totally 
Unauthorized X-COM: Terror From the Deep. As if that weren't enough to 
swell our collective breast with parental pride, it transpires that another of 
our regular contributors, Bernard Dy, made a number of not insubstantial 
contributions, most notably penning chapter four and creating most of the 
maps. The 360 meaty, tips-'n'-hint-filled pages will provide you with every 
conceivable means of navigating your way through the sequel to the huge¬ 
ly successful X-COM: UFO Defense. Totally Unauthorized gives the gamer 
soup-to-nuts guidelines on everything from creating bases and populating 
them, to taking on the invaders and driving them from the planet. It 
includes an X-COM quick reference card listing the most effective weapon 
in a given situation; X-COM utilities and on-line resources; maps of USO 
alien ships and artifact sites; and an interview with the developer behind 
the original X-COM. 

Totally Unauthorized X-COM: Terror From the Deep by Jeff James, con¬ 
tributions by Bernard Dy, is published by BradyGames at $17.99. 

To order a copy, contact Brady Publishing at: 800.428.5331. 
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Forces* by Lucas Arts 
Vf^^ Ooom If* by GT Interactive - 
■ 5. NASCAR Racing* by Papyrus 
• 6. Full Throttle* by LucasArts ' 

*7, Descent* by Interplay 

8. W/tua/Poo/* by Interplay 

9. SimCity 2000 by Maxis -■‘'i. iaMM 

10. 5 Ft 10 Pak Special Edition by Sirius 

11. SimTower* by Maxis ’2^^1891 

12. Doom Companion* by Viacom 

13. Flight Unlimited* by Virgin 

14. Links by Access . 

15. Rise of the Triad* by Form gen 

WSi Microsoft Entertainment Best of by MicroS^ !■ 
||w/VBA '95* by Electronic Arts ; ; 

LaRussa Baseball* by Strategic Simutat&i^ 
^^:;0^ne Collector's Edition by \A/izard Workli * ' 
^j5?fi^|^^;Gt/estby,Virgin . ■' 


3. Lion King Animated by Disney 

4. Grolier Multimedia by Groller 

5. Star Trek: TNG "A Final Unity" 
by Spectrum HoloByte 

6. Myst (Mac) by Brpderbund 

7. Solar Wonders of Learnina bv 


% Little Monster by Random House 
^i At$ddin Aptivity by Disney. 


mssm 


. I -'-n'-.* i I’ * VJ^ 




1. 

2. Dark Forces by LucasAvts 


Bi NASCAR Racing by Papyrus 

6. Full Throttle by LucasArts 

7. Doom II by GT Interactive 

8. Descent by Interplay 

j^L Virtual Pool by Interplay 

alOi Lion King Storybook by Disney 






2. Pitfall: The Mayan Adventure 
- by Activision (IBM PC CD) 

3. Fury^ by Microsoft (IBM PC CD) 

4. MechWarrior 2 by Activision (IBM PC CD) ?i 

5. Exploration by Interactive Magic (IBM PC CD) 


M '.^ ■ ■ ■ 


V-.'-V'. 


Ron Dulin 

1. Head 2 Head by Formgen (IBM PC) 

2. MechWarrior 2 by Activision (IBM PC CD) 

3. Power Pete by MacPIay (Mac CD) 


|lil;'^nk-R?'fees*'by LucasArls?^ "''' 
t; Z. SimCity 2000* by Maxis 

4. Sfar Wars Rebel Assault* by LucasArts 

5. Marathon by Bungee 

6. Links Pro by Access 

7. SimTower by Maxis 

8. Doom I! by GTInteractive 

" 9pMindscape CD Mac Pack* by Mindscape 
1tiTM(b/feosfe/n 3D by Interplay 

on QD-ROM 




Sy J^tfalJ: The Mayan Adventure by Activisfon (IBM 
CXTi :■ . . • : - --MikMiM 




V :nV\:=‘.r" 


Patterson 

1>aibsyn7?by GT Interactive (Mac) 








'A i'jit, 
c’l “ 








the month of June 1995. List is based on units sold by 16 retail chains, representing over 4,500 stores. For 
more information, contact PC Data at: 703.435.1025. 
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$ 21.95 




mouse pad, FREE! 


CmraUB PlAYER 

P.O. Box 358, Mt, Morris, IL 61054 


□ Please enter or renew my one-year 
(12-issue) subscription and send my 
free mouse pad! 


City/State/2ip 

□ Payment Enclosed Charge My □ Visa □ MC 


City/State/Zip 

First subscription: 

2 or more subscriptions 

Subscriptions at $21.95 each 

Total: 


Credit Card # 




Signature 

MONEY BACK ON UNUSED PORTIONS OF SUBSCRIPTIONS IF NOT SATISFIED! Foreign add $10 per year. Basic subscription 
rate; $29.95. Where applicable, sales tax is included in stated price. YOUR FIRST ISSUE WILL ARRIVE IN 8 TO 10 WEEKS. 
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M/ince Lee 


JiHicoming secfuei, |xpiained how the success ofjhe game 


took eve ryb n e by su rp f i se 

"When ! started-here at Lucas, I was doing ^miga ^Onver- f 
sions of pur SGUMM games, like Indiana Jones^nd Monkeyjf 
[Island] i and Z But I hadn't worked on an original product ' 
until Rebel Assault The game just sort of fell in my lap. It had 
been hinted at, but I just took my own initiative and started - 
programming for it. And nothing was expected olthe game at 
the time. LucasArts had never done a CD-ROM game, and CD- 
ROMs weren't selling that well. When it came out, Rebel 
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a lot of ttie 


^Sfuff ts shoddy, and' pe^^ 

Sl'Mip ^ tf s_ i^dd Jii^fe 

®^0^¥t|ieyfrii^ama2a^4ljook! There's th^at djp^d^^ 

screenl^or wfiatever. Ifuttihen that period wears off apd things 
hopefully, irnprovev Mo bne'cadMay^ sure how actors will be 
used m gafnes; we're kind of learning as we go." 


■V- 


enced filmmakers and making sure the cinematic sequences 
were adding something to the game besides hvoe. Hal 




in red, giving the game a very unique look and adding a touch 
of suspense with the eerie hues. 

Also new In the game is an on-line difficulty editor. In addi¬ 
tion to the three preset difficulty levels, the game will allow you 
to customize every aspect—making the game as simple or as 
difficult as you like. 

But, while the game play may be essentially the same as in 
Rebel /, Rebel Assault //is vastly different in many respects. 

This difference is almost entirely due to the new look of the 
game, which combines live-action video with computer-gener¬ 
ated scenery. Vince Lee explained how the decision came 
about to use video instead of more traditional animation; 

"There was some question as to whether or not we would 
be able to do video. LucasArts has never really used video in a 
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of the eleftirrtS j|§mbiheGN-^:he new story, the ne^i^isu 

als and a stereo spundtrack 
sampled straight from the 
orig i n a 1 J oh n Wil liaips 
scores—should mdke Rebel 
4ssao/f // an even more 
engrossing expenence than 
the original, as well as a wel 
corne addition to the ever- 
expanding Star Wars uni¬ 
verse. F 








Rebel Assault II will be 

j... "'Ll. / . 

bveilable this winter for 
I’C CD-ROM. 


completed backgrounds, 
and the results are nothing 
less than seamless. 


g combining the video with the scenery. "It's a lot of work, i 

S which, to be honest, there's not an automated way of ^ 

® doing," he says. "Most of the process is just wrestling with the 
stuff. The software we have to do it with is pretty well 
I designed, but it is a much harder process right now than it 
could be. It's just going to get easier and we're going to be 
able to get much more sophisticated with what we're doing." 
Despite the difficulty, the end result is breathtaking. Both the 
interior and exterior designs are painstakingly realistic and fea¬ 
ture some scenery even more fantastic than was seen in the 
original films. 

All these detailed backgrounds were designed by Rich 
Green, who described the process of creating the visuals for 
Lee's story: 
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It's YOU vs. the best known fighters in the universe,,.if a brawj% thejeath 
In this galactic event, there are no |ftzes for s|£pl||place...onl|:body bags. 


e speed, Real-time 3D, Real motion#pture. Flying camera. Infinite hand-to-hand moves 


Arcade action at incredi 

Fifty times the speed, four times the color, twice the resolution. Get it, or die trying. For previews, information, or to order, 
call l-800-GTE'T6^Y. Or web page access http;//www.im.gtecom. 


ci^l995 GIE Vantage Incorporated. All rights reserved.The GTE Logo is a trademark of the GTE Corporation. GTE Entertafomenl, FX Fighter and the FX Fighter logo 
are trademarks of GTE Vantage Incorporated. Argonaut, the Argonaut logo and BReiider are trademarks of Argonaut Software Ltd. (BRender(®argonaut.com.) 

CA 92018^,358. V- 


Entertainment 


GTE Interactive Media is a part of GTE Vantage Incorporated. RO. Box 4358 
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can take many turns and will be a persistent challenge to all 



ultimate fate of the world. 

THE TERROR IS W I T H I 


Check out DARKSEED II at http://www.mgmua.com • 2358B Calabasas Road, Suite 101 
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CIRCLE #111 ON READER SERVICE CARD 



People in Room: 


StSiov^ii22 

RAINeOW923 

MartgeanC 

CompPt<nf0r 

TrinMU 

Ooaston 


After more than six months of combing through : ^ 
Usenet to lovingly assemble this column, I’m still sur-- U 
prised by how utterly stupid so many of the messages i* 
are. That’s why. when I noticed Usenetters putting down 
America Online users almost as much as universally 
hated Prodigy users, I knew it was time to investigate ; 
and see if there was a gold mine of silly messages for 
me to exploit for the sole purpose of providing a few 
cheap laughs to Computer Player’s beloved readers. CWho: 
says I don’t have my priorities straight?] ^ 

Before charging headlong into the game messages, I: T 
took a quick detour to the People Connection section of ' 
ACL in the hopes of scoring some cyber-nookie. This 
resulted in my requesting—and receiving—an X-rated t 
phone call from a 43-year-old woman with a voice like -i*? 
Demi Moore and—more than likely—a body like a suhno^^^^^^^T 
wrestler [Hey I just realized—why the hell am I t:ef({ng:0^ 
about this?!] T' 


C»f*M 


CliM 




Trinity4U: 

Joodan70. 

Zoimerald: 

Cereblz&2 

JordanZO; 

RAJMB0W923: 

HellzBelle. 

Zemerald; 

Davey39976' 

StStev9ni22: 

GFalaras' 

Toy RunR' 

RA¥FiRE9D: 

Cy Khottc 

RAINBOW923 

Trini1y4Ur 

UserHeroin: 


Mu^t be nice Coaston. 

Hi everybody 

i Uve 15 minutes from D C 

would know , he's my roomie 
What's going on? 

Hi all what's going on 

Cy. bnrn'-rrrrrrrwhoa that was soooo premeditated 

so its what you think 

Any ladias like to chat. 40/nn 

any ladies intoc-sex im me t7/m 

SORRV AJR UH20MA 

HELLO ALL 

what do you do for a living 
Hellz that mish? 

I'm hear Davoy 

f have to lake a vacation day off. 
rof^. 


MechWai^idr 


smiley face seems less appro¬ 
priate here than, say, a para- 
gnaph-long disclaimer explaining 
that Martin is not 


psychotic 
freak who’s played Mortal 
Kombat one too many times. 
But, instead of a message sug¬ 
gesting to Martin that he has 
a great future in the postal 
industry he gets an even more 
twisted reply from Dracuios 
[who’s one of those users too 
hip on too busy to bother with 
uppercase letters]: 


^■Mi^till recovering from the 
demented thrill of having 
talked dirty to a com¬ 
plete stranger, 1 made my way 
into AOL’s message boards. It 
didn’t take tong for me to find 
out that those Usenetters had 
a point. Take this post from 
Martin Cox about the interplay 
action/adventure game 
Blackthorne: 


think the shotgun is good? 
wait till you get a semiauto¬ 
matic, and then a fully auto- 
matic...here are some cool 
hints: first, the best way to kill 
a prisoner is with a firebomb, 
they don’t look too happy 
chained to the wall do they? 
they ask you to free them, so / 
say okay, and toss a firebomb 
their way. it burns away their 
whole lower body leaving a 
bloody torso with pant of the 
ribs and backbone showing :] 


I’ve only played the thnee- 
level demo, hut it’s MUCH bet¬ 
ter than Prince of Persia 2. No 
wimpy sword, instead you have 
a Doomer’s best friend—the 
shotgun. I love toasting all the 
innocents and watching them 
as blood splatters on the wall 
behind them >:-> 


I I aving no desire to read 
on and leann about 
I I Dracuios’ favorite ways 
to knock off little old ladies, I 
moved on to the messages 
about MechWarrion 2, which 
people were understandably 
raving about. I couldn’t help but 
notice that the declaration “Go 
buy this game!” requires a bit 
of amendment in the what- 
the-heck’s-a-standard world of 
PC compatibles; 


Again with the bone-chilling 
smiley face. Martin follows up 
this reply with a two-sentence 
declaration that I, quite honest¬ 
ly, feel is grounds for instant 
and permanent committal: 


/MechWanrion 2 is] DEFINITE 
LY worth buying, if you have a 
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PO BOX 234 DEPT 10451 ROCHESTER, VT 05767 


Call 800-699-4263 Int’l 802-707-3033 Fax 802-767-3382 Source 10451 

Receive an episode of Interactive Entertainment 
CD ROM magazine FREE with any in stock CD 
ROM software order. Offer subject to change or 
cancellation without notice. Valid from 10/1/95 to 
11/30/95 or while supplies last. Quantities limited. 



INTERACTIVE 
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‘WARCRAFT 2’ 

The battle bet¬ 
ween the evil 
ores and the 
noble humans 
rages on. Witi 
powerful new 
allies, tenifying 
new creatures 
and ingenious 
new weaponry, 
the struggle for 
the domination of 
Azeiolh continues 
over land, sea 
and air. CD $46 


‘WEREWOLF 
VS. COM¬ 
ANCHE 2.0’ 

Choose which 
side to employ or 
destroy. Battle to 
the death in a 
head to head 
combat between 
the Russian KA- 
50 Werewolf 
Helicoper and its 
American coun¬ 
terpart, the 
R/\H-66 Com¬ 
anche. CD $48 


‘BATTLES IN 
TIME’ Warfare is 
not won based 
on any one sin¬ 
gle element, it is 
a delicate bal¬ 
ance of all rele¬ 
vant compo¬ 
nents. Maneuver 
armies as a 
whole, create 
diversions and 
control how 
and where 
armies will do 
battle. CD $35 




‘ADVANCED 

CIVILIZATION’ 

You start at the 
dawn of history 
and lead your 
society through 
the mists of time 
to the age of the 
civilized state 
(8000 B.C. to 
250 B.C.) Up to 
8 players can 
play on line 
using simulta¬ 
neous move¬ 
ment. CD $34 


‘COMMAND 
AND CON¬ 
QUER’ in a 

real time world 
where every 
move could trig¬ 
ger a fast and 
violent counter¬ 
move, you must 
choose whether 
to fight for a 
secure future for 
all mankind or a 
dictatorshi p 
run by a brutal 
few. CD $48 


IBM HARDWARE 


CONTROLLERS 

America Laser Gun $43 
CH F-16 Combatstk $63 
CH F-16 Fighterstick$95 
CH F-16 Fiightstick $39 
CH Flight Stick Pro $54 


CH Pro Pedals $74 

CH Pro Throttle $79 

Dolphin Virt Helm $139 

Flight Cockpit $219 
Game View $99 

Game Zapper $47 
Gravis Anolog Pro $33 
Gravis Firebird $59 
Gravis Game Pad $19 
Joys witch $38 


Logitech Wman Ext $45 
Notebook Gameport $42 
PC Virtl Golf Club $119 
Spceball Avenger $139 
Suncom F15 Eagle$119 
Suncom FI5 Hawk $41 
Suncom FI5 Raptor$52 
Suncom FI5 Talon $77 
TM Drivg Sys {T2) $110 
TMF16TQS $110 
TM FLC Sys(F16) $110 
TM Flight Sys (M 11} $59 
TM Pro Play Golf $559 
TM XL Action Ctrlr $24 
Total Ctrl Vrtual Ctrlr $29 
Universal Cockpit $219 
VFX 1 VR H-gear $949 


IBM ACTION 


4X Frenzy $48 

Doom 2 $39 

Duke Nukem 3D $35 

Magic Carpet 2 $44 

Maximum Roadkill $42 

Quarantine $25 

Rise of the Triad $34 

Road Warrior $30 

Ruins $44 

Shadow Warrior $44 

Skull Cracker $41 

Space Hulk 2 $40 

Star Trek Generation$4l 
System Shock $47 

Tek War $46 

Twisted Metal $42 

Ultimate Doom $31 

Warhammer 40K $44 


IBM ADVENTURE 


7th Guest 2 $53 

Alien Alley $44 

Alien Alliance $48 

Alien Trilogy $46 

Alien Virus $38 

Aliens $44 

Archangel $24 

Atmosfear $28 

Big Red Adventure $40 

Bio Hazard Five $47 

Bioforge $44 

Black Diamond $44 

Brain Dead 13 $38 

Buccaneers $48 

Cadillacs & Dino’s $49 

Calia 2095 $47 

Chronomaster $47 

Commander Blood $39 

Creation S52 

Crossfire S44 

Cyberia 2 $48 

Cybermage $44 

Damnesia $36 

Democles $35 

Dark Forces $47 

Darker $36 

Dark Seed 2 $42 

DefCon 0 $39 

Oinonauts $29 

Dust $42 

Entombed $35 

Entomorph $42 

Evolution $29 

Extractors $34 

Fade to Black $47 

Fighting Fantasy $40 

Flashback $35 

Frankenstein $46 

Freddy Pharkas 2 $44 

Freelancer 2120 $35 

Full Trottle $46 

G-Nome $43 

Gabriel Knight 2 $48 

Gadget $45 

Gender Wars $49 

Harvester $42 

Heart of Darkness $55 

Heretic 2 $46 

I Have No Mouth $44 

Ice & Fire $48 

Indestructibles $44 

Inherit the Earth $24 

Into the Shadows $48 


Journyman Project 2 $55 


IBM ADVENTURE 


King’s Quest 7 $49 

Kingdom O’ Magic $54 
Knights Chase $42 
L-2one $40 

Lands of Lore 2 $46 

Lawnmower Man 2 $49 
Legend Kyrandia 3 $25 
Leisure Suit Larry 7 $44 
Loadstar $49 

Lost Eden $39 

Lst Files Sherlock 2 $44 
Maabus $25 

Mission Critical $34 
Monstrous City $44 
Night Trap $48 

Odyssey $44 

Pandora Device $54 
Phantasmagoria $53 
Police Quest 5 $48 

Power Dome $48 

Prisoner of Ice $42 
Quest for Glory 5 $44 

Riddle Master Lu $49 
Ripper $49 

Scroll $38 

Shannara $34 

Simon Sorcerer 2 $37 

Space Quest 6 $45 

Spawn $42 

Star Trek:Jdge Rites$15 
Terra Nova: S Froce$41 
The Dig $44 

Trouble is my Biz $46 
Under a Killig Moon $39 
Urban Decay $39 
Wetlands $29 

Witchaven $46 

XS $48 


IBM ARCADE 


Dragons Lair 2 $39 

FX Fighter $44 

Go-Man 47 $44 

Hive $44 

Maximum Surge $48 

Mega Man X $24 

Microsoft Arcade $29 

Monster Island $44 

Mortal Kombat 3 $47 

Pinball Illusions $29 

Pinball Worlds $35 

Primal Rage $47 

Rebel Assault 2 $45 


HINT BOOKS 


Across the Rhine $16 
Aircombat Pacific $16 
Arena $16 

Bioforge $17 

Dark Forces $16 

Dragon Lore $16 

Dungeon Master 2 $16 
Jagged Alliance $16 
Master of Magic $16 
Mechwarrior2 $16 
Star Trek TNG:Unity$16 
Wing Commander 3 $19 
X-Com2 $16 


IBM ROLEPLAYNG 


Alien Legacy $36 
CyberJudas $32 

Druid $44 

Dungeon Master 2 $37 
Elder Scrolls 2 $48 

Hunters of Raik $48 
Kingdoms:F Reach $40 
Lords of Midnight $48 
Menzoberranzan $42 
Raven loft 2 $46 

Realms of Arkania 3 $46 
Star Trek TNG: Unty$46 
Stonekeep $44 

Superhero Hoboken $34 
Ultima 9 $52 


IBM SPORTS 


ESPN Hockey $44 
EuroGotf $44 

FIFA Int’l Soccer ‘96$40 
F Page FB Pro ‘96 $48 
F P Sprts BsB ‘96 $48 

Int’l Tennis Open $44 
Jack Nicklaus GB $34 
Links Pentium $49 
Madden Football ‘96$40 
NFL QB Club ‘96 $45 

NHL Hockey ‘96 $40 

PBA Bowling $44 

RBI Baseball ‘96 $36 

Rugby Wrid Cup ‘95 $40 
Skins at Bighorn $37 
T LaRussa Bsball 3 $47 
Troy Aikman Ftball $49 
Ultimate Football ‘95$25 
Unnessry Rough 96 $44 
Winter Sports $28 



‘HEROES OF 
MIGHT & MA¬ 
GIC’ You must 
conquer the 
world through 
the stiiategic use 
of resource 
management 
and baffle savvy. 
Features up to 
three customiz¬ 
able computer 
controlled war¬ 
lords and stun¬ 
ning VGA graph¬ 
ics. CD $34 



mm SIMULATION 


1830:RR/Robbers $34 
18th Air Squadron $36 
Advaced Civilization $34 


Ascendancy $44 

Awful Green Things $35 
Battles in Time $35 

Black Beard $34 

Breach 3 $34 

C.E.O. $44 

Caesar 2 $47 

Celtic Tales $34 


Civilization Network $47 
Colonization Gold $48 
Command&Conquer$48 
Conquered Kdom 2 $38 
Conquerer a.d.1086 $38 
Conquest NewWortd$46 


Crusader $44 

Deadline $38 

Dungeon Keeper $48 
Empire 2 $34 

Exploration $40 

Hero Might & Magic $34 
High Seas Trader $41 
Jagged Alliance $46 
Kingdoms of France $34 
Lemmings 3D $32 
Lost Admiral 2 $39 

Master of Xenos $42 
Onslaught $35 

Opration Crusader $39 
Outpost 2 $45 

PTO 2 $34 

Pax Imperia 2 $46 

Perfect General 2 $38 

Pirates Gold $19 

Power House $39 
Romance 3 Kdom 4 $39 
Sim Ant $19 

Sim Earth $19 

Sim Town $33 

Simisle $35 

Spaceword Ho! 4 $24 

Star Control 3 $46 

Victory or Defeat $42 
Vikings $40 

Visions of Glory $39 
Ware raft: O & H $39 
Ware raft 2 $40 

Warhammar Fantasy $44 
Warlords 2 $29 

Wden Ship/Iron Men $34 
X-Com: Tactical $41 
Zig-Zag $29 


AH 64D Longbow $48 
Aces of the Deep 2 $48 
Across the Rhine $46 
Air Combat Pac GId $48 
Apache $45 

Army Air Corps 42 $48 
Battlecruiser 3000 $48 
Command $47 

Dawn Patrol 2 $42 

Descent 2.0 $46 

EarthSiege 2 $48 

FA 18 Hornet $54 
Falcon 4.0 $49 

Fighter Duel Pro 2 $33 
Fighting Falcon $47 
Indy Car Racg 2.0 $40 
Iron Angel $44 

Jet Fighter 3 $41 

Last Dynasty $48 
Mech Commander $40 
Mechwarrior 2 $46 

Metal Lords $34 

MetalTech:EthSiege $45 
MS Right Sim 5.1 $48 

MS Space Sim 1.0 $44 
Mig 29 Gold $49 

Nascar Racing $39 
Renegade 2 $34 

Roll Cage $34 

Sailing Sim 3 $52 

Silent Hunter $46 
Slipstream 5000 $35 

Super Tank Cmnder $40 
The Need for Speed $47 
Top Gun $44 


We rewolf/Comanche $48 
Wing Commander 4 $52 
World Circuit: GP2 $41 


IBM TRADITIONAL 


Bridge Deluxe 2 $29 

Caesar’s World $37 
Hoyle’s Card Games$40 
Hyper 3D Pinball $38 
Incredible Machne 3$46 
Magic the Ga1hering$41 
Mega Maze $28 

Monopoly $41 

Ms. Meta verse $32 
Solitaires Journey 2 $35 
The Infinity Machine $39 
USCF Chess $40 
Virtual Vegas 2 $24 


FREE 

CAME 

OFFER 

Spend the speeffred amount 
on any in stock software and 
choose a free tBlVl game from 
the corresponding list below. 
Request must be made at 
time of order. 

SPEND $60 

Airborne Ranger 5.25. Caption 
Blood 3,5, Conquered Kngdoms 
Seen 1 3.5, Gunship 5.25, 

Mercenaries 5.25, Net Cruiser 
CD, SDI 5.25 

SPEND $100 
A.T.P. 3.5, Challenge of 5 Realms 

3.5, DRAGON Force 3.5/5.25, Dr. 
Floyd’s Desktop Toys 3,5, ESPN 
Sports Shorts CD, Flight Sim 
Toolkit 3.5, The Horde 3.5, 
MacArthur's War 3.5, 
lyiegafortress 3 5 , iVlegatraveiler 
Zhodani 5.25, Precision 
Approach 3.5. Railroad Tycoon 

3.5, Return of the Phantom 3.5, 
Storm Across Europe 5,25 

SPEND $160 

Alone in the Dark 3.5. Battles of 
Destiny 3.5, Blood Bowl CD, FI5 
Strike Eagle 2 3.5, Rules of 
Engagement 5.25, Sail Simulator 

3.5, Silent Service 2 3.5, Simon 
the Sorcerer 3.5, Star Trek 
Judgement Rites 3.5, Total 
Control Virtual Controller, Ultima 
Undenwoiid 2 3.5, Wails of Rome 

3.6, Worlds at War 3.5/5-25 

SPEND $200 

Complete UMS 3.5, Harpoon 
Classic CD or WIN CD, Falcon 
3.0 3.5^ Harpoon 2 3.5, Jutland 
CD, Links Pro 386 CD, Maxx 
Control Flight Stick, Under a 
Killing Moon CD, Universal 
Neverlock 3.5. V Victory: Market 
Garden 3,6 


IBM WAR GAMES 


Allied General $42 
Bground Gettysburg $44 


BgroundrArdennesI $44 
Bynd Squad Leader $45 
CincPac: Midway $39 
Civil War: 1861-64 $39 

D-Day ea $39 

Fantasy General $42 
Flight Cmmander 2 $38 
Gettysburg:! B Sim $24 
Harpoon 3 $39 

iron Cross 2 $39 

Last Blitzkrieg $41 
Operation Crusader $39 
Panthers in Shadow $42 
Panzer Genera! $39 
Steel Panthers $42 
Tac Ops WIN $40 
Third Reich $34 


WG Construct Set 3 $42 
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7th Guest 2 $54 

BrainDead 13 $52 

Creature Shock $52 

Cyberia $46 

Dragon Lore $46 

Duelin’ Firemen $54 

Flying Nightmares $52 

Foes of Ali $52 

Mirage $29 

NHL Hockey ‘96 $52 

PO’ed $52 

Police Nauts $52 

Return to Zork $47 

Scramble Cobra $52 

Slam&Jam Baseball $54 
Syndicate $54 

Virtuoso $52 


Wing Commander 3 $54 


GDI 


Clue 2 $46 

Crime Patrol $44 

Dark Castle $34 

Disc World $36 

Dragon’s Lair 2 $44 

Haunted House $48 
Kingdom: Shadoan $44 
Microcosm $44 

NFL Instant Replay $36 
Zelda’s Adventure $44 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders rnay require addition¬ 
al shipping charges.Visa, MC and Discover accepted. Checks held 4 weeks. Money orders under $200 same as cash. COD $8. Defectives replaced with same product. Most items shipped same 
day. Shipping times may vary. Price/availability may change. All sales final. Call for details. 

© 1995 CHIPS & BITS. INC CIRCLE #112 ON READER SERVICE CARD. 
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two] from Matzah Bal [such a 
subtly humonous name): 


Think sbout it. These guys 
are writing games to the low¬ 
est common denominator 
video card in MS-DOS: simple, 
dumb SVGA. There are much 
fasten cards out there, but 
you gotta write to the video 
driver...just like printer drivers 
work! 


I have a couple game ideas 
for computers or home enter¬ 
tainment systems. One is a 
side-scrolling space shooter; 
anothen is a stneet fighting 
game. / would like to talk to a 
well-established programming 
company that doesn't have any 
problems with financial stuff; 
because my ideas are so big 
it's amazing! 


i could make any number of 
smart-ass comments at this 
point, but a follow-up post from 
NECROCON does just as well 
[and spares me from having to 
be creative); 


W hile you digest Jeffs 

comments, lets move 
on to what 1 thought 
would be AOL’s repository of 
intelligence: the Game 
Designer’s area. Alas, there 
seemed to be very few actual 
designers—just dozens of posts 
like this one from “BSLTQ” 
(damn AQL and its ten-charac¬ 
ter-max screen names!): 


Wow, I've never seen those 
kinds of games before! 
(Sarcasm mode ON,] 


Perhaps even more amusing 
than the 13-year-alds request¬ 
ing multimillion-dollar game 
companies to call them are the 
13-year-oids who post “chal¬ 
lenges" for programmers to 
tackle. For example, here’s a 
modest gauntlet thrown down 
by TBSMITH: 


I HAVE AN IDEA FOR AN EDU 
CATIONAL RHOGHAM FOR 
JUNIOR AND SENIOR HIGH AGE 
KIDS. SOMETHING THAT iS NOT 
BEING TAUGHT IN THE 
SCHOOLS BUT IS WHAT THEY 
HAVE TO DEAL WITH IN REAL 
LIFE. I NEED SOME INPUT AND 
A PROGRAMMER. 


I want a program that can 
open any game and find the 
weapons, armor, items, spells, 
inventory, life or anything a 
game has to offer, and he able 
to change It. It would have to 
be able to change any game, 
not just a few If by chance you 
can do this amazing task, E- 

mall me. 


I have an idea of my 
own...turn off the bloody CAPS 
LOCK key! Yeesh. Here’s anoth¬ 
er brilliant idea (actually, it’s 


Okay, let’s pretend 
you produce a pro¬ 
gram that lets you 
hack into any com- 
puter game and 
mess around with 
it. Do you; 

A) Sell the program 
and make a bunch 
of well-deserved 
money? 

B] Give the program 
to an AOL dweeb 
named TBSMITH? 


If you answered B, 
you’re just the kind 
of person AOL is 
looking for. Sign up 
today—and don’t 
forget to drop in on 
the People 
Connection to make 
some new “friends” 
(wink wink, nudge 
nudge, say no 
more)! F 


MAIN ME 


sufficiently fast system to play 
the game on. 

Not the catchiest sentence 
to slap in an advertisement, 
but a damn sight better than 
this ringing endorsement; 

If you have at least a J3G 
DX3 with a VESA/PCI video 
card [should have at least one 
megabyte of onboard RAM] and 
eight megabytes of RAM on 
your system, you simply MUST 
buy this game. 

Of course, not everyone was 
thrilled with MWP, such as 
“Ekmc” (nope, ! don’t have a clue 
what that stands for): 

/ HATED this game! Even on 
my Pentium 90 it was slow on 
SVGA and with no shading, sky, 
etc. I don’t recommend it! 

Jeff Atwood, God bless him, 
comes back with an intelligent 
post; 

Wake up and smell the cof¬ 
fee, pal. Every single game out 
there is slow at GAO x'430 on 
my Pentium IPO: NASCAR 
Racing, Descent, U.S. Navy 
Fighters, you name it. 

The only game that gives 
even decent performance at 
that res is Flight Unlimited. 
What we need are video cards 
with 3-D acceleration like the 
Mastrox Millennium and 
Windows S5 games that use 
the 3-D DO! so they’ll be faster 
at higher resolutions! 
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BeforS me introduction of tRls Suncom F-t 5E Strike Fighter Series, the 
oniy way to get your hands on an authentic, reaiistic fiightstick was 


the F-15E Strike Fighter Series ioCks and feels so much like the 
regl.thing, you'll be able to "live" the experience. The top of the lin 
E^GLE features 12 programmable fire buttons, an audio box and 
head^phones for privacy play, a microphone 
input for Voice Recognition Command Programs, a 

CD-^OM Interactive 

preprogrammed templates for today's most popular 






Or pilot the TALON-, RAPTOR or HA' 
four share the same realistic look, but 
each has something ' , 

different to offer. 


6400 W, Gross Point Rd., Niles, 1160714 708/647-4040 
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SUPERCEIMTER 
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Doom 


Quake will be released as 


a re ware garrsie 

wi|b{an updated ani^xpatT^cl version to hit 

r the latest infor- 
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AlliP u g h 0 uake I 
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Id's assertion that Quake will be "true 3-D 
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you, 3-D action games 
Descent, Doom and me 


mg mummies# 4 at#^de 


5ds. Some of t«em« 
ok as if they steg^^ 
ausen's desig^stbd^ 
the ancient 
uch movies a^mmS. 




world by stor-m. 3p gi^lfins 


Ray Hil 

bn that philoeo- resenciS 


Entertainment 




:aw 




liters 




, melting grenades, pistg^|htjej®rt| 
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feel about Crark and Kato Kaelin are 
id, Q,J/s Race On the downside, the game struck m§ 

as a bit on the morbid side. With every 
simulated,roil of the die, I felt a sickening 
twingeifrpm my cppscience. Should I be 
^game|th§t^spp§fs a murder 
®®-1r^he-effd^^piJ^!i'^ake up my 
3)8ihd either way~l'd hpve to sa^r I'm 
Jampgudus on this one. It's^p average 
l^^e on its own meritsfbdt^ since it cov- 
^11^® murder trial of the decade, some 
fS^pe rway^be irresistibly drawn to it. If 
;^%U3re^disgusted with the trial, avoid this 
^fenne Ito tfie plague. But if you can't get 
|^^^frofQJ.,dohnny, Judge Ito and 
^la^t^add this erne to your download 
&M^iMaGe ioAcQuittal ^ be found 


^m not entirely sure 
this game. Oii^^ 


clone set 'ri thd lfenua^^P ^TOimoson 
trial. If^hot a really, and the » 

humor displayed throughout makej this^p 
an en iovabiadplivp sion fromffidom:ahd‘^? 
Desce^^^^^Kur players can pla;^|- ;>:, ■■ 
once, racing around the game boarS:^^® 
collect evidence, sway jurors and aj^id^ ;vs 
^e You can c^lect "charactlr^<^^?s 

cards Mctjani^nrfvia squares. l^S-^ 
land onHfHfelatferv you'll be ask^^pcitfe^^ 
tion'^i^fthe trial an^giveri a''bqii^j^{ 
choosing the correct 

.grown SimpsotVs^^^pil^^^a;;* 
KatOiyih^m me i%e ^tfessa^i® 
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KATD KMLIN AMI^RICA^S 
fAVDRtTE HOyS^GlHSTI 
Sure He*» a flake. he 
like a mica enougli 
SNiitfm mm. h«f , ai laaH 

the di^'t lOBfificate fou. 
Gaifi 1 iwiaf. ; 
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|iussiai^itai\y'ranGey3J|fp^^»;5® 
briited .Kingdom. Mn i 
dnits a'hd’waging war arSM^^p 
mouse clicks awa# with 
based gahne interface, whll jfe^g fe 
fully featured on-line hel 
perfect, though: It seemsi^^^^^^ 
to divide up units, and the p^^Rrarrl 
a little slow on anything 
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H M^fTiyad ::Softwam'sOT^M^^Sl 

■V plays much Iikefecp^ji^B^Mi^itl 
H^^twist. Instead of 
.play with a deck filled vi i^ggjfMWi l 
"fighter planes. The car d^^^^^ ^^ M 
yours are called "block^^g^^^^M 
Jyour cards-are called "st^ - “ ’ 

When you draw a planaJj® 
you'll see that eachiplaffd^S 
numerical rating ranging 
A plaM rated as a "ten'iha$ 
to^xe any card it faces l\M 
'^r^cing card will be hard^fe^d^’flpi^l 
^ny ofhbr^^aaes can become "dam- "S 
^aged, ^requfrmg yoiMpujse repair ^ 
cards to fix the plane and fifrtsh^lay. 
Game play is simple and straightf^S/^^; 
although the included instructions are a 


you're into card 
^g l^ ^^ y^orld War.^feviation 
liiSdne a Ibo k. WWI Air 
^pblburill on most com me r- 
i^ifeici k|ih c)udina Americ^^ 

fyb^h^^mnpuServe. F 
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Banana Productions 


P.O. Box 13492 

Overland Park, KS 66282-3492 
Telephone; 913.362.0644 
System: IBM PCTWindows 
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Evidence Card 


Character Card 


ChirractcT Card 


WinWar II v3.06 


Registration Fee: $30 

Publisher; Silicon Commander Games 


P.O. Box A-3407 
Chicago, IL 60690-3407 


System: IBM PC/Windovifs 
Overall Rating; 7 


spitm. Ceiomimdbr 


WWI Air Fighters vl.1 
Registration Fee: $15+$3 S/H 
Publisher; Kamyan Software 
1228 lUarragansett Drive 
Carol Stream, IL 60188 
Telephone: 708.372.6134 
System: IBM PC/Windows 
Overall Rating: 6 
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windows will shatter, people will scatter. 

Xatrix's chairman and chief technical 
officer, Drew Markham, proudly states, 
'"We didn't rehash the first product here. 
We took the most popular elements and 
really pushed the envelope. In the Trans- 
Fighter sequences, everything is live, so 
you must be smart about what you're 
shooting—In one crucial point in the 
game, you hover above a building with 
the intention of landing on its roof, but if 
you carelessly shoot your depleted ura¬ 
nium slugs on your landing site, then 
you ruin your chances of successfully 
setting the craft down." 




i|r§|hies in Cybena^ have been complete- 
:;i|^#eiillomixed so there's no repetition. 

. r- 

The game begins with Zak awakening 
from a cryogenic state after three years. 
Having been revived by a band of rebels 
hellbent on destroying the Free World 
Alliance(FWA), you wipe the three years 
of icy sleep from your groggy eyes and 
return to the hot seat for a thrill ride of 
an adventure. 

Zak's got a few unique attributes this 
game, the first of whicTi Cyberia vets will 
notice is a bald head. Jhe bare scalp look 
works for Jean-Luc, so why not Zak? 
Though those who played Cyberia may 
have a richer gaming experience, 

Cyberia^ is meant to be a stand-alone 
game. In a flashback sequence,"visions 




Xatrix tends to focus on making narra 
tive an integral part of the game. 


While the first game was a commer¬ 
cial success, it drew strong criticism 
from the multimedia gaming community. 
"Novice game players like the flight-on- 
rails genre of gaming; the success of 
Rebel Assault proved that," says 
Markham. "The genre gives the players a 
James Bond-style feeling of flight with¬ 
out being encumbered by the often-con- 
fusing controls of a traditional flight-sim 
game. It's a respectable genre, and one 
we think we can do well. Believe it or 
not, I know a number of seasoned 
gamers who were surprised to find 


of the first game appear to explain the 
plot, but you need not have played the 
original to Mnderstand this sequel. 

Along the way, you meet up with 
Novelle, a beautiful young rebel who, In 
contrast to the first game's leading 
woman, plays a major role in the 
sequel's steamy story. Who says there 
aren't any good women's roles in 
Digiwood? , 

What is strikingly different from the 


themselves sucked into the first game." 

With the growing numbers of newly 
arrived computer gamers in the market¬ 
place, keeping the controls simple seems 
to be a smart strategy. 

Xatrix's president and CEO, Derek 
McLeish, sees the marketplace filling 
with games like Cyberia, with Trimark 


firsTgame are the details. While 
Gyber/a^sTuturistlc flying and shooting 
sequences are still confined to a set path 
of fnvisibie ratis, all of the on-screen ele¬ 
ments are live. These Trans-Fighter 
scenes enable you to move your gun 
sights aroynd the sdreen and shoot 
everything in your path—^vehicles will 
catch fire, obstacles will crumble, office 
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Interactive's The Hive being a good 
example. "Cyber/a-like games are popu¬ 
lar," says McLeish. "What we're trying to 
do with the sequel is significantly 
enhance the gaming experience to create 
a seamless action-adventure game. 
Cyberia^ takes the framework of the first 
game and, instead of just making a few 
minor adjustments, we're improving it 
by the power of two." 

In Cyberia^, the enemies are com¬ 
pletely randomized, so that they appear 
in different places each time the game is 
played. There's no learning a pattern and 
then blowing through the game based 
on your keen memory. Replayability, a 
factor not found in the first game, is alive 
and well in Cyberia^. 



Xaferix's Dracker technology speeds up 
the process of what is known in tiie 3- 
D graphics world as rendering. 


The combat or corridor engine of 
Cyberia^ places the trailing camera just 
behind Zak as he scours the halls for 
enemy snipers. This perspective yields a 
number of positive results. Having Zak 
positioned so close to the camera cre¬ 
ates a visual impact, bringing the player 
into the game. When Zak reacts to on¬ 
screen action, you can clearly see and 
hear him. When things get really intense, 
Zak even glances over his shoulder at 
you, as if to say, "Did you see that?" As 
with the first game, once you're in a cor¬ 
ridor, there's no stopping and starting 
unless you reach a junction in the path. 
The movements you do have at your dis¬ 
posal include cruising left and right, 
crouching, jumping and, of course, 
shooting. These corridor segments of the 
game are cut and edited like a movie. 

For example, as you approach a corner, 
the game may cut to a sequence reveal¬ 
ing narrative information, such as an 
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approaching guard, then cut back to Zak 
and give you a chance to make a deci¬ 
sion based on the story information. It's 
sort of like the old Dragon's La/r-style 
games, only with far more interaction. 

"This type of interactive cinematic 
experience is highly rewarding," insists 
Markham. 

Something that Xatrix tends to focus 
on is making the narrative an integral 
part of the game. With the visual exper¬ 
tise and programming techniques, they 
could have easily slapped any made-to- 
order story on top of the action 
sequences, but, as McLeish notes, "In 
Cyberia^ you can't get a third of the way 
through the game without making deci¬ 
sions based on the storyline." In one 
instance, you must retrieve a valuable 
article from within a fishtank, but, if you 
blast away the tank, the item is disinte¬ 
grated, If you play the game in this care¬ 
less manner, you will quickly kill off your 
main character, bringing the entire game 
to a grinding halt. 

Beyond the action-oriented segments 
that dominate the game, there are also 
puzzles to figure out. For instance, in 
order to infiltrate a particular building, 
you must avoid all of the sensors that 
detect both your guns and your clothing. 
Unconventionally, your main character 
must shed ail of his clothing and 
weapons before entering the compound. 
As you guide Zak through the pathways, 
you can actually make him jump up to 
the point where you can get a glance at 
his backside. Perhaps Xatrix is trying to 
capture the women's gaming market? 

At first glance, both Cyberia and 
Cyberia^ sport remarkable graphics for 
computer games, even by today's stan¬ 


dards. What makes these striking visuals 
possible is some hefty hardware and a 
proprietary software technology that 
Xatrix calls Tracker. Equipped with 
Silicon Graphics' Onyx workstations with 
a CPU 200 MHz chip and a Reality Engine 
operating system that cranks out up to a 
half-million polygons on-screen at one 
time, Xatrix's artists create landscapes 
and 3-D modeled objects and virtual 
actors. The fluid movements of the 
actors are captured using motion-capture 
technology that involves a person wear¬ 
ing a number of velcro-attached sensors 
and having the computer track the move¬ 
ments. 

While motion-capture technology 
speeds up the process of re-creating 
realistic movement, Xatrix's Tracker tech¬ 
nology speeds up the process of what is 
known in the 3-D graphics world as ren¬ 
dering—the ability to create realistic 3-D 
walk-throughs from a particular vantage 
point. While most game creators are 
content to create a 3-D space on the 
computer and leave the machine 


Set for 
release on 
November 15, 
^,beria^ will be 
indows 95- 
compliant on 
two discs. 


overnight to render a specified path 
through the space. Tracker enables its 
users to render a path in real time by 
simply moving freely through the space 
on three planes. This gives the visual 
creators of a game the freedom to view 
the action of a particular scene from 
multiple vantage points, choosing the 
best one and fine-tuning the camera 
angles and lighting on the fly. With this 


The Xatrix team. 


single tool, the gap between what a film¬ 
maker does and the work a game creator 
does is finally being bridged. 

When asked whether this type of free¬ 
dom of movement through 3-D space 
will ever be available to computer-game 
players, Markham responds optimistical¬ 
ly. "We're not as far away from that as 
you might think," he says. "Next year, 
video-accelerator cards marketed directly 
to game players will be released. This 
will free up the computer's main proces¬ 
sor, providing a pipeline of graphics 
straight from the accelerator board. With 
this type of technology, a standard 486, 
66 MHz will be able to quantumly out¬ 
perform a Pentium 120 in displaying 
high-resolution, 16-bit, color, texture- 
mapped 3-D graphics." 

At the current time, games like Doom 
and Terminal Velocity do real-time 3-D 
rendering, but the quality of the graphics 
is so far removed from what people have 
come to expect from other mediums, like 
television, that Xatrix has opted not to 
include real-time 3-D in its games until 
the horsepower and image quality 
improve. According to Markham, that's 
right around the corner. When that new 
era arrives, Xatrix will split its develop¬ 
ment into two types of products—highly 
interactive 3-D games to be played with 
the newly announced accelerator boards 
and cinematic graphic adventures focus¬ 
ing on storylines. 

Set for release on November 15, 
Cyberia^ w\\\ be W/ndows 95-compliant 
on two discs. Plans for a version to 
appear on the Sony PlayStation and the 
Saturn are next, and, eventually, a Mac 
version of the game will surface. 
Unusually, this game will have its eye on 
the world market, with German-, French-, 
Spanish- and Japanese-language ver¬ 
sions to be available soon after the 
English version's release. 

Xatrix was hesitant to tell us more 
finite details about its next games, but a 
wild ride in a motion simulator housed 
in the corner of its development studios 
may offer a clue. Also, there were talks 
about creating an entirely computer-ani¬ 
mated weekly television show lingering 
through Xatrix's halls. From what we 
saw, the Tracker engine would be perfect 
for providing an endless supply of high- 
quality graphics without the waiting time 
usually associated with these types of 
visuals. 

Whether it be location-based games, 
noninteractive television shows or inter¬ 
active computer-game action-adven¬ 
tures, Xatrix seems destined for great¬ 
ness on each of these horizons. A far cry 
from the pen-and-paper RPG ancestors 
of computer games, this company's fare 
is targeted at the growing numbers of 
nontechnical people who see computer 
entertainment as just another forum for 
having a bit of fun. 

If Xatrix finds its market, it could 
very well have the best-selling game 
of the year. If not, this savvy company 
seems to diversified enough to weath¬ 
er a shakeout in any of the industries 
it is exploring, r 
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NASCAR Racing 


The Seventh Guest 


Flight Unlimited 


Mech Warrior 2 
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101 OF THE BEST GAMES 1 $19 

101 OF THE BEST GAMES 2 $ 19 

ACES OF THE DEER $25 

ACES OF THE PACIFIC. $22 

ACES OVER EUROPE. $22 

AEGIS GUARDIAN OF FLEET. $25 
APACHE GUNSHIP $49 

BASEBALL BROADCAST BLAST $49 

BATTLE CHESS COMPILATION $29 

BULLFROG COMPILATION $27 

CARMEN SANDIEGO DELUXE Call 

CMLWAR $38 

CREATE YOUR OWN GAME $29 

DARK EORCES $52 

DARK LEGIONS. $21 

DARK SUN-SHAHERED LAND. $21 
DARK SUN-WAKE ! RAVAGER. $21 
DAY OF THE TENTACLE $25 

DESCENT $39 

DISCWORLD $39 

DOOM II $49 

DRAGONS lAIR, $29 

DUNGEON MASTER 2 $45 

ECSTATICA. $25 

FULL THROTTLE $45 

GABRIEL KNIGHT $25 

GONE FISHING $42 

HARDBALL 4 $39 

HELL $19 

HIGH OCTANE $49 

INDY CAR RACING $29 

IRON HELIX. $25 

JAGGED ALLANCE $49 

JEWELS OF THE ORACLE $39 

JOURNEYMAN PROJECT 2 $59 

JOURNEYMAN PROJ TURBO $25 

KINGS QUEST 5 $10 

KINGS QUEST 6 $19 

KINGS QUEST 7. $26 

LEGEND OF KYRANDIA 3 $39 

LEISURE SUIT LARRY 6 . $22 

LINKS 386 
LODE RUNNER. 

MAD DOG MACREE 2. 

MAD DOG MACREE. 

MAGIC CARPET PLUS 
MAN ENOUGH. 

MASTER OF MAGIC 
MECH WARRIOR 2 
MEGA MAN X 
MENZOBERRANZAN. 

MONTY PYTHONS. 

MORTAL KOMBAT II 
MS GOLF 
MYST 

NASCAR RACING. 

NBA LIVE 
NOCTROPOLIS 
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OUTPOST. 

PANZER GENERAL 
PERFECT GENERAL 2 
PHANTASMAGORIA 
PINBALL CRYSTAL CALIBURN 
PINBALL FANTASIES 
PITFALL; MAYAN ADVENTURE 
POLICE QUEST 4, 

PRIMAL RAGE 
RAVENLOFT. 

RAVENLOFT 2;STONE PROPHET. $25 
REBEL ASSAULT. 

RETURN TO ZORK. 

RISE OF THE ROBOTS. 

RISE OF THE TRIAD. 

SAM AND MAX HIT THE ROAD. 
SEVENTH GUEST. 

SIM CITY 2000 COLLECTION 
SIM CITY 2000. 

SIM CITY ENHANCED, 

SIM TOWER 

STAR TREK TECH MANUAL 
STAR TREK: FINAL UNITY 
TERMINATOR 2029 DELUXE. 
THUNDERSCAPE 
ULTIMATE DOOM 
UNDER A KILLING MOON 
US MARINE FIGTHERS 
US NAVY FIGHTER 
VIRTUAL POOL 
WAR CRAFT 
WHEEL OF FORTUNE 
WING COMMANDER 3 
WOLF 
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X-COM; TERROR FROM DEEP 
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MULTIMEDIA WORLD HISTORY $19 
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AUDUBON BIRDS $15 

COMPTONS 1995 Call 

FORBIDDEN SUBJECTS 1 $22 

FORBIDDEN SUBJECTS 3 $29 

GUIDEBOOKS TO MATH $ 13 

HACKER CHRONICLES 2 $35 

INFOPEDIA. $25 

LEONARDO THE INVENTOR. $22 

MS ANCIENT LANDS Call 
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MULTIMEDIA DOGS $25 
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QRZ HAM RADIO 6/95 $ 19 
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BIBLES AND RELIGION $11 

LOGOS BIBLE SOFTWARE COLL $35 
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ADULT MOVIE ALMANAC $39 

ADULT REFERENCE LIBRARY $25 

ALL BEAUTIES $15 

ALL NIGHT LONG $19 

ALLIUM $13 

AMATEUR ALLSTARS $29 

AMATEUR MODELS $25 

AMATEUR MODELS 2 $25 

AMATEUR MODELS 3 $25 

AMATEUR PHOTO GALLERY $23 
AMERICAN SWINGERS 2 $29 

AMOROUS ASIAN GIRLS $19 
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APL ADULT PICTURE LIB 2.1 $19 

APL ADULT PICTURE LIB 3.0 $22 

ARCUS SAMPLER $10 

ASIAN DREAM GIRLS HOT SPOT 2 $29 
ASAN FANTASY GIRLS $29 

ASAN LADIES $29 

ASAN PALAHE $25 

ASAN PEARLS $29 

BEYOND EXPLICIT $29 

BLONDAGE $25 

BLONDE JUSTICE $19 

BUSTY BABES 2 $29 

BUSTY BABES 3 $29 

CALIFORNA BEAUTIES $29 

CLUB CYBERLESQUE $33 

COME PLAY WITH ME $35 

CONSENTING ADULTS $15 

CURSE OF THE CAIWOMAN $23 

CYBERSTRiP BLACKJACK $43 

CYBERSTRIP POKER $43 

DANISH FANTASIES $29 

DEEP THROAT GIRLS $23 


DEEP THROAT GIRLS 2 $21 

DIGITAL DELGHT 1 $29 

DIGITAL DELGHTS 2 $22 

DIGITAL DREAMS II $19 

DIRTY DUO $29 

DOMIN-A-TRICKS $25 

DOORS OF PASSION 2 $25 

DREAM MACHINE $45 

EB IMAGING $29 

EROTIC GAME SAMPLER $ 1 0 

EROTIC ILLUSIONS SAMPLER $ l Q 

EROTIC VIRTUAL SAMPLER DP $ 7 

FANTASY CONNECTION $ ] 3 

FANTASY LIFESTYLES $25 

FAO GOLD 1 $29 

FORBIDDEN PLEASURES $33 

FOXES $26 

FROM CHINA WITH LOVE $22 

GINGER UNLIMITED $22 

GIRLFRIEND TERI $34 

GIRLS DOING GIRLS II $19 

GIRLSINVMDI $19 

GIRLS ON GIRLS INT CLASSICS $29 
HAIRASSMENT $35 

HARD CORE GIFS VOL 1 $25 

HIDDEN OBSESSIONS $25 

HIGH CLASS FANTASIES $29 

HIGH SOCIETY HOT WIRE $36 

HOT GIRLS $22 

HOT PICS $25 

HOT SLOTS $29 

IMMORAL COMBAT $42 

INTIMATE POSSIBILITIES $39 

KEYHOLE FANTASIES II $29 

LEGS LACE AND LINGERIE $25 

LOADS OF FUN $26 

LOADS OF FUN 2 $18 

LOTS OF BEAUTIFUL WOME N $ 15 
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MADAMS FAMILY $33 

MY PRIVATE COLLECTION I $29 

NEW MACHINE 6 PAK 2 $43 


You've killed the bad guys, won the race, built a city, and saved 

the universe. 

But what do you do now? Trade-in those CD-ROMs you no longer play for new titles to 
masterl National CD-ROM will give you credit for your unwanted CD-ROMs that can be 
used towards purchases on any of our 1400 new titles. Or use your credit towards our 

more than 600 fully guaranteed used titles. 
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PIXIS ADULT SAMPLER $ 9 

PLAYBOY SCREEN SAVER $25 

PLEASURE ZONES $35 
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RACQUEL RELEASED $29 
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SEALED WITH A KISS $29 
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It takes a special man to wear a Speedo® like you 


‘‘That’s just the funniest joke Tve ever heard.” 
“No, that doesn’t make your butt look big.” 
“It tastes just like mom used to make.” 
“You must have a high metabolism.” 
“You’re telling me those are fake?” 
“Have you been working out?” 

“You look great in spandex.” 

“I’m sure it’s very big.” 

“Oh, you’re so clever.” 



“Wow. It looks so real.” 

“You’re so ph otogenic.” 
“Chartreuse is your color.” 
“Honestly, I never noticed.” 

“You don’t look a day over 25.” 

“I’ve never seen anything that big.” 

“No way. You mean those aren’t real?” 
“This is the best meatloaf I’ve ever had.” 
“You mean that’s not your natural color?” 


She’s your daughter? I thought you were sisters 
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BIMA 




A Fast and 
Deadly Martial 


CORPSE 
K I L L E R ' 

Rated as 

one of the 
top 20 Games 
of the Year 


MAXIMUM 


Explosive 
Post-N uclear 
Action 


PREVIEWING 5 NEW GAMES. INCLUDES PLAYABLE DEMOS OF MAXIMUM SURGE & SUPREME WARRIOR. 


QUARTERBACK 

A T T A C K‘ 


The Professional 
Quarterback 
Simulator 


Digital Pictures 


MATURE 


Minimum system requirements; IBM or !00% compatible computer with 50 MHz 486 processor. Double speed CD-ROM 
drive VGA Display card. Sound Card 4MB RAM. Some demos on this CD require SMB RAM. MS-DOS version 3.2 or higher. 
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cience titles are a challen^, Th^fleecl to e^|j|fift|p|1^fptrCQ^ 
gravity or velocity and demonstrate^oyy these th|ng%^#e^ 
in everyday life. Savvy pubJiihe^^^hrrdgih|^this^g |f1the^^uca-^ 
tion titles by including hands-on activities fi^feefs/st^ es flying a klfe^whieh 


takes it all to a new level. The CCMonries vvitb an,;^l^GtroriJc:wdrkbench*5^ 
kit complete with transducers, trabsistli^tdiodes; 

The only thing not included is, of course, a batfer^t^ volt) ^ 

After J^mewhat tedious seti^ gtocWsr whicffthi^^^ wilt gutde^ 
through, ^Ma^e. to explor^i^®|#rfdj)layielectrtgani-{V^aribg^a^bi^’; 
tool belt your pahts iir%pttoifal!^ach^^^ progYam's fouHse^^ 

tions can^^^^^fch as you watch, or can b^^ egp ed though frame-by-ffam€ 
|n a brightly^^^^Kd environment, thevaridos^lliltricai^c^rapiOnen^exf laig 
themselves to you in a manner reminiscent of the'dancirrg pppcorn boxW^nd 
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egative Space is a multimedia literary project by Holly 
Franking. Though the story unfolds in numbered chapters, 
which you select from a menu, once you are within the 
narrative space, it is a challenge to sort out what is happening. Various streams of text 
flow by, as voice-over and occasional animation wander into the frame. Some chapters 
are video-based, but always the elements are in process, bouncing off one another as you 
wander. In one scene, video of a national monument, voice-over about The Ancient 
Mariner and instructions for getting a printer on-line cohabitate with text about the 
novel's main characters, Charles and Jennifer. 

Though at times overly precious and academic (frequent references to Mikhail Bakhtin 
and Jacques Derrida firmly date the piece in mid-'80s academia), Negative Space is also a 
social commentary on the way we create, with references both to new, nonsexual means 
of reproduction and the way that meaning is created in the flow of language in conversa¬ 
tion. In Franking's intentionally perforated style, the text is merely a contour, tracing the 
outline of an episode that you must guess at: "He yelled. She cried." This piece will prove 
rewarding for those who stick with it, but it's everything the philistines mean when they say, "You 
call fhafart?" 





For more information, contact; DiskoTek, P.O. Box 
495151, Garland, TX 75049; 214.458.4458. 





I 7 / 22/95 


1:22:10 PM 1 


. 'C'f " I - 

r'i'a-a -naairn 


1B9S Guinness Multimedia Disc ot Records 


Not the 


emember the child¬ 
ish delights of pag¬ 
ing through the 
Guinness Book of World 
Records? More salacious 
than National Geographic 
even, those crappy black- 
and-white reproductions of 
Siamese twins and the "World's Longest 
Fingernails" were an endless source of 
gross out and wonder. Unfortunately, most 
of the good stuff seems to have been edited 
out of the 1995 Guinness Multimedia Disc of 
Records. Oh, sure, there's a picture of a 350- 

pound tumor, and some guy with a mustache a mile long, but nothing that's gonna 
keep you up at night wondering if it might happen to you. After you sit through a 
Monty Python-like animated opener (which will loop endlessly until you figure out 
how to continue), the main menu screen provides you with several categories 

(Superlatives, The Movies) and several types of search modes (by 
media, topic, word, etc.). 

Each choice you make closes the window you were in and opens a 
new one, an unnecessary and distracting flaw, er, I mean feature, that 
seems to ignore some of the basic properties of Windows. You can't 
save the results of a search and you can't have several records open at 
once, so, if you wanted to set up the world's shortest man on a blind 
date with the world's shortest woman, you couldn't get a preview of the 
happy couple. There are also several annoying misspellings and gram¬ 
mar mistakes, resulting in an overall program that's slapdash and hap¬ 
hazard. Buy the book. 

For more information, contact: Grolier Electronic Publishing, 
Sherman Turnpike, Danbury, CT 06816. 



Prograoi Manager 


-[ 7/22/95 } 


U:36:32PM1Mt 


Ifs the ultimate tattoo^ The appropriately named Tom Leppard sports a fetching all-over 
leopard-skin design that leaves less than one percent of his skin untatlooed. (Photo: 
Guinness Publishing Ud.) 
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American population 

can't name the president of Mexico. But I bet almost all 
of them know what a Klingon is. Trekism has long ago 
gone from being a subculture to being an element of 
society almost on a level with Dianetics, populating 
bookstore shelves, Usenet newsgroups and television 

prime time with depth and persistence. And that's why the Star Trek Omnipedia is so 
important Just imagine the faux pas at your next cocktail party if you forget about 
that episode with the alternate universe! Remember that one? 

The Star Trek Omnipedia is brought to you by the same folks who did the Star Trek 
Technical Manual, with both the interface and Majel Barret reprising their roles. One 
groovy thing about this piece is that there is a voice-activated mode (you must have a 
microphone in your computer), so you can feel just like James Tiberius Kirk, shouting, 
"Computer! Display Photo!" However, even in good old, retro mouse-activated mode, 
the Omnipedia is still really cool. It has information relating to Star Trek, Star Trek: The 
Next Generation, Star Trek: Deep Space Nine, Star Trek: Voyager end even all the Star Trek 
movies. We're talking the comprehensive geekfest of the year, folks. 

There are tons of archival entries, including cross-referenced cast lists, storylines and star 
dates for all shows. The chronology is meticulous and includes the various time travels that 
have occurred in some of the storylines. There's even an index of Captain Kirk's romantic 
exploits, including his fling with "Ruth" while on shore leave at the Academy, before he 
joined Star Fleet! Every entry in the encyclopedia is annotated with hyperlinks to other infor¬ 
mation and multimedia elements. 

The topical section is the most fascinating, with comparative charts of all of the life-forms 
that have appeared in the Trek shows, a uniform fashion show, exemplars of the various 
weapons and highlights of famous Trek battles, which you can see from the Enterprise or alien point of view. There is an 
amazing documentation of "future history," which explains the origins of the Federation and its Star Fleet (in the wake of 
the Eugenics War and World War III), the meaning of the Prime Directive and even a nod to Zefram Cochrane, the inventor 
of the warp drive, which revolutionized intergalactic travel, through to "present day" conflicts such as the Maqui situation. 

For me. Star Trek's charm is epitomized in that cheesy opening which we can all still recite as readily as the Pledge of 
Allegiance: "To boldly go...". The Omnipedia takes the Trek experience to the level of obsession, if not fanaticism, and, 
while future anthropologists may debate the merits of that mission, for now it's great fun. 

For more information,, contact: Simon and Schuster Interactive, 1230 Avenue of the Americas, New York, 
NY 10020; 800.983.5333. 
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ertain films go beyond suspending reality for a 
few hours to travel into the social fabric, 
becoming not only documents of the events 
they portray, but also important artifacts of our own 
history. Salt of the Earth is a documentary CD-ROM 
about a documentary film, and the two narratives twist and turn together in a weave 
that incorporates threads of race, gender and political oppression. 

The original Salt of the Earth, the film, is a documentary about a strike at a silver 
mine in New Mexico in 1950. The Mexican miners, living without running water and 
accruing incredible debts to the company store, went on strike for more sanitary hous¬ 
ing and better safety conditions in the mines (the white workers had running water, 
etc.). The mine owners, in cahoots with the local sheriffs, retaliated with a court order 
ending the strike. The miners were barred from picketing. But the miners' wives 
took over, in a protest that provoked jail time and even a few gun battles. The 
film centers on the relationship between Ramon, a mine worker, and his wife, 

Esperanza, who led the women in revolt, a revolt that their husbands, used to 
the women's subservient role, were not entirely comfortable with. 

The film Salt of the Earth has its own story of repression. Created during the 
McCarthy era by a group of Hollywood's blacklisted filmmakers. Salt of the Earth 
turns in on itself to show how history is controlled by those in power. The lead 
actress in the film was deported, labs were threatened with prosecution if they 
processed the film and theaters refused to show it when it was finished. Paul 
Jerrico, the producer of the film, tells a chilling story of Hollywood's backroom 
deals with the most reprehensible elements of our government. 

Salt of the Earth, the CD-ROM, was clearly a labor of love for its producer 
Aleen Stein. The entire film is here, along with a short documentary about the 
blacklist days {The Hollywood Ten), the original screenplay in several languages, 
production stills, critical essays, contextual information and lengthy biographies of all the play¬ 
ers. Its stark, somber interface and subject matter are an admirable corrective to the rosy- 
toned images we are fed of the 1950s. 

For more information, contact: Voyager, 1 Bridge St., Irvington, NY 10533-9919; 
914.591.5500. 
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Ultimate Gamer 

P.a Box 469070, Escondido, CA 92046 


□ Please enter or renew my one-year 
(12-issue) subscription. 


City/State/Zip 

□ Payment Enclosed Charge My □ Visa □ MC 
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First subscription: 

2 or more subscriptions 

Subscriptions at $14.95 each 

Total: 


$19.95 


Credit Card # 
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MONEY BACK ON UNUSED PORTIONS OF SUBSCRIPTIONS IF NOT SATISFIED! Foreign add $10 per year. Where applicable 

sales tax is included in staled price. YOUR FIRST ISSUE WILL ARRIVE IN 8 TO 10 WEEKS. 
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dding to the Jack the Ripper 
mythos is Ripper from Take 2 
Interactive, the folks who brought 
you Star Crusader, Hell and Bureau 
13. A futuristic detective story. 

Ripper takes place in New York in 
the year 2040, where a serial killer 
has been terrorizing citizens and 
baffling police. 

As Detective Jake Quinlan (any 
relation to Hank Quinlan from 
Touch of Evil!), you must find the 
killer before he strikes again. The big problem 
with your task is that the killer seemingly van¬ 
ishes after he eviscerates his victims, and you 
are next on his hit list. One of the most excit¬ 
ing features of Ripper is that the game will 
have four distinct endings with four different culprits, a 
device that should work much better here than it did in the 
movie Clue. 

Ripper features a new look for Take 2, with 3-D environments using a first-person 
perspective a la Myst It also marks Take 2's first foray into the world of FMV and fea¬ 
tures two hours of full-screen video starring one of the most bizarre casts ever 
assembled: Christopher Walken, Burgess Meredith, John Rhys-Davies, Tahnee Welch 
and Jimmie Walker head up the $4-mlllion production, and Blue Oyster Cult provides 
the soundtrack, including the rock classic "Don't Fear the Reaper" (which—if you 
sing like Speedy Gonzales—sounds frighteningly like "Don't Fear the Ripper"). 
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System: 


IBM PC CD 



Davidson & Associates 

Developer: 

Blizzard 

Available: 

Winter'95 





his highly anticipated sequel to Warcraft: 

Ores and Humans promises to surpass its 
predecessor in both complexity and 
addictiveness. With plenty of new 
options, Warcraff//should maintain the 
overall feel of the original while Improving on the 
formula in almost every respect. 

Once again, the Humans and the Ores are battling 
for control of the land. You can choose which side you wish to command, and you 
are responsible for building settlements and driving your opponents from the 
region. You'll have to gather resources, which now include oil and ore in addition to 
the gold and lumber from the original. 

Warcraft II also adds plenty of new structures and vehicles to your arsenal of 
options. You'll be able to build seagoing vessels such as oil tankers and battleships 
and take to the skies with various flying crafts. 

One of the most promising aspects of Warcraft II is the 
advanced Al, which should alleviate one of the major prob¬ 
lems of the original. No longer will the computer opponent 
make the same mistakes over and over again, such as con¬ 
tinually sending only a few soldiers into a horde of your 
archers. Combine this new Al with the beautiful Super VGA 
graphics and plenty of the humor 
that made the original so much fun 
("Why do you keep touching me?"), 
and Warcraft//should definitely be 
a winner. Watch for our feature 
story on Warcraft II next issue. 
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he second of Origin's 
big-budget interactive 
movies is The 
Darkening, a futuristic 
tale of amnesia and 
intrigue that uses an enhanced 
Wing Conrmander Ilf engine. 

The Darkening, like WCIII, features a 
cast chock-full of big names and 
recognizable faces. British television 
star Clive Owens plays the protago¬ 
nist, Lev Arris, who awakens from a 
cryogenic sleep to find that he has 
no memory of who he is or what he 
was doing in cold storage. Controlling Lev, you will encounter all sorts of 
seedy characters, played by an international all-star cast featuring Christopher Walken 
{The Deer Hunter, Pulp Fiction), John Hurt (The Elephant Man, Rob Roy) and Jurgen 
Prochnow (Das Boot, Body of Evidence), as well as David Warner, David McCallum and 
Mathilda May. 

Instead of the computer-generated backgrounds used in WCIII, The Darkening uses 
real sets that are just incredible. Each of the planets you will visit has a unique look, as 
do the inhabitants. There are eight planets in all, each with its own intriguing history. 
Anhur is the starting place for most of the civilization in the system. An ongoing war 
between the "humanists" and the "techies" has caused many factions to flee and 
search for new planets to settle. Bex is one of these settlements, founded by humanists 
who live a simple lifestyle that shuns technology. 

On the other end of the spectrum Is Hephaestus, a highly technological planet whose 
ecosystem has been all but ruined by pollution. Crius is a planet renowned for its med¬ 
ical research. When first settled, the colonists were stricken by a mysterious disease. 

The search for a cure led to vast improve¬ 
ments in medical knowledge and technology, 
making Crius one of the wealthier planets you 
will visit. These are just a few of the diverse 
locations you will have to travel to as Arris, 
and you will have to track down key charac¬ 
ters on these planets as well as trade goods 
to maintain your search for your identity. 

The game follows a similar format to WCIII, 
combining interactive film sequences (shot in 
16mm at the famous Pinewood Studios out¬ 
side of London) with the incredible space 
combat engine. 


BM PC CD 


Electronic Arts 


Origin Systems 
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Hot new user interface 
gives you instant 
access to any feature. 
View and manage your 
team from the field, 
from the dugout, and 
from the General 
Manager's office! 
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Watch your best 
r^lever warming up 
in the bullpen, and 
analyze your starter's 
fatigue, pitch count, 
and performance. 
When he’s ready to 
go, you’re ready to go! 


Experience the best 
of baseball history 
with the bonus 
“Legends” League— 


12 great legendary 
teams from history, 
come to life in 12 
beautifully rendered 
old-time stadiums. 




Mr- 

Hanapero 


ElevFtQiid 

suHMnnv ./ 


H8HBCER PB0FHE 

Stow Hook C” O' 5 Quick Hook 
Bbfltlt'Steal C^^ 3^ Steal lots 
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33^fdMQr Power 
B Veterans 


For maximum variety 
in gameplay, change 
any manager's 
tendencies on any 
team and see the 
results play out 
on the field and 
in the stats. 




This “fifth generation” 
fielding simulation 
has additional play 
animations, baseball 
plays, and graphics 
realism, resulting 
in true-life baseball 
gameplay. 


See for yourself! 

For demo; 

http://www.MindSpari.com/ 

MindSpan/hbS.html 


^. - 

^ ^ is an officianicensee of the M^or League Baseball Players Association. LOOO ©MLBPA MSA. PlayStation, the 

Musiclaroup Company. All rights reserved. Screens shown are from PC version. 
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ever wondered why role-play¬ 
ing and adventure games are so 
damned serious? We've been trying to 
figure that out for a very long time. 

Probably because the people who 
design them are usually frustrated scriptwriters 
who have discovered that computer games are a 
good outlet for their supposedly suppressed and 
undiscovered creative talents. Take, for example, 
that famous overrated seven-compact-disc game 
whose author (we won't use any real names here) 

thinks she's a writer and not a game designer. Well, it's about time that somebody 
finally poked a little fun at the genre, besides Mister Leisure Suit Larry, Al Lowe. 

Kingdom O' Magic is yet another in a trilogy of interesting departures for Sales 
Curve Interactive, which has previously been known for doing very different games 
than this title. Thus, this effort shows diverse expansion for a company that, techni¬ 
cally, is still in its adolescence. What makes this 
game so unique first off is Kingdom O's 
cowriter, Alan Silberberg. His resume includes 
such credentials as writing for The Simpsons, 
Disney and Jim Henson Productions. Secondly, 
the uncanny humor value of the game is a 
breath of fresh air in this otherwise stale genre. 
And, finally—and also from a technical stand¬ 
point—it's great to see an adventure role-play¬ 
ing game that combines great-looking SGI-ren- 
dered graphics with fun game play. 

Kingdom O' Magic uses a traditional point- 
and-click interface. The pointer is an animated icon of two fingers walking when you 
want to select a direction on the screen to go to. Clicking on any of the game's char¬ 
acters other than your own brings up a set of action icons that let you choose a 
course of action that you can take with that specific character. For example, you can 
cast a spell, fight or just speak with a character. Selecting verbal interaction will get 
you either an instant sarcastic reply or will bring up a text box with a number of 
choices of spoken text that can be used with that character. Some of the game's 
magic spells include things like Spell O' Floater, which will make a character float 

helplessly in midair, and Spell O' Left the Gas On, which will make 
a character think he left the stove gas on in his home, thus aban¬ 
doning the area. There's also 
an inventory box where 
weapons, spells and other 
items, such as Tupperware 
and toilet paper (humorously 
renamed Carte Blanche), can 
be placed. 
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There are three different quests in Kingdom 0' 
Magic: The Good Old Fashioned Traditional 
Quest (easy). The Magnificent 7/11 (moderately 
difficult) and The Slightly Bizarre and Twisted 
Quest (very difficult). The first quest is your 
stereotypical fantasy-adventure game where you 
travel the kingdom, battle monsters, right injus¬ 
tices and rescue the dragon. In the second quest, 
you have to recruit between seven and 11 char¬ 
acters who can stop Flake Town from being invaded. An in the final Bizarre and Twisted 
Quest you have to prevent the end of civilization by uncovering the Lost Lava Lamp of 
the Ancients™ (don't ask). Actually, the entire game, for the most part, is pretty twisted, 
not just this last quest. 

There are two characters that the gamer can choose to play as. Sidney the Snake is 
the reptilian dude who's good in physical conflicts, while Shah-Ron is the buxom, bub¬ 
bleheaded blonde who looks like she's straight out of an adult film. The game's non- 
playable cast of characters is a warped array of mutants, ores, trolls and humans. 
Almost all of the game's nonplayer characters are spoofs on real-world personalities. 

For instance, the bartender in the Jolly Mutant Tavern is a parody of Ronald Reagan, 
while the bouncer at the Flake Town Disco sounds like a New Yorker who breaks into 
the Robert DeNiro character from the movie Taxi Driver. 

As we mentioned before, the game is essentially a humorous parody of adventure 

titles. Qne cannot help laughing at some 
of the corny, politically incorrect dia¬ 
logue and interaction that goes on. At 
one point in the game, while playing as 
Shah-Ron, you meet a pirate ferryman at 
Insecure Pier. Qne of Shah-Ron's dialogue 
choices is to say to the ferryman, "Can I 
give you a hand?" Selecting it results in a 
dramatic cut to the ferryman's hand, 
revealing a stump with a hook and him 
saying, "It's wicked to mock the afflicted." 
Kingdom O' Magic is a very large and 
nonlinear game. There are over 90 NPCs, 
and it is virtually impossible to play the 
same game twice and get the same results. If you are a die-hard adventure-game afi¬ 
cionado—or even if you're not —Kingdom O'looks like a game that could bring wel¬ 
come relief from the adventure doldrums. F 
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Stamps of Approval 

If you see either one of these stamped on a 
review, put down the magazine, go to your soft¬ 
ware store and purchase said game immediately. 

PERFECT! 

Excels in all cate¬ 
gories. A milestone. 

These games are 
very rare. 

RECOnAMENDED 

An overall great 
game. If you're an 
avid player of the 
genre, this game is 
a must-own for 
your library. 

Summary Paragraph 

It all ties together here, where we issue our final verdict and 
tell you honestly If it's a dog or a Doom. 

Ratings Categories 

GRAPHICS: This is where we look at things like animation, 
background and character art, color palette, scrolling, resolu¬ 
tion, etc. 

MUSIC; Here we evaluate those wonderful musical scores. 
ORIGINALITY: A look at the effort that was put into creating a 
unique gaming experience. Same old just doesn't cut it here. 
OVERALL; This 
rating takes into 
account all of the 
pluses and minus¬ 
es of the game. 

This overall rating 
is not an average 
of the other 
scores. 

PLAYABILITY: 

Ease of game's 
interface, enjoy¬ 
ment of the task 
involved, control 
mechanism and 
replayability all 
factor in here. As 
a single factor, 
playability is the 
game's most important aspect. 

SOUND EFFECTS: Located on the side of the human head, 
ears play a big part in evaluating this nonmusical aspect of the 
game. Creating an atmosphere is crucial. 

$ VALUE; We'll tell you if the particular game is worth the 
hard-earned dollars that you might pay for it. With games run¬ 
ning anywhere from $20 to $80, you might find this rating 
indispensable. 
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IJfiii'^^ finally happened, 

and not a moment 
too soon. I was 
beginning to wonder if Hell was gonna 
freeze over before I could get me a lit¬ 
tle slice of Hell on Earth. 

Doom-style, that is.... 

Truth is, me and all my Mac- 
marooned pals were beginning to get 
a little tired of Marathon and 
Wolfenstein 30 and all those other 
games that are either a little bit or a 
lot like Doom, but which just lack that 
certain je ne sais quoi. Hey, 

Marathon's a cool game, but...well, 
there's no chaingun in it. And not 
enough blood. You know what I'm 
saying? And Wolfenstein 3D may have 
a great deal in common with Doom, 
but only in the way that a blueprint 
has a lot in common with a house: 
Wolfenstein SUs not a house. Doom's 
a house; in fact, Doom's a castle— 
designed by a megalomaniac and built 
by some very smart psychopaths. 

Well, it's here, and all the waiting 
and anticipating has proved more than 
worth it. First off, I should caution you 
that, although it 
looks and plays 
exactly like the PC 
version, you'll need 
a very high-end Mac 
to get the most out 
of this conversion. 

My Centris 610 at 
home carries the 
game nicely if I 
turn the music off, 
go for medium res¬ 
olution and settle 
for a 50% window. 

But if I get any 
more ambitious 
than that, the 610 
starts to sputter 
and grunt, and the 
lights in my neigh¬ 
borhood start to 
dim like they do 
near a prison when 
some triple coed 
killer's getting the 
chair. Here at the 


office, though, I've seen it run on 
Power Macs and Quadras (believe me, 
the cleaners are playing this thing at 
night and forgetting to empty the 
trash cans) and it's like the Viper roller 
coaster at a Six Flags theme park, but 
with all the violent, death and gratu¬ 
itous bloodshed that the Viper fortu¬ 
nately lacks. 

And installation is a dream—much 
simpler than on the IBM PC version. 
Just double-click to install, and that's 
it: The software will auto-configure to 
suit your machine. You can also cus¬ 
tomize the installation, running it off a 
boot disk or even turning off the 
Finder. And thanks to Macintosh's 
highly user-friendly operating system, 
you can adjust detail and other vari¬ 
ables, like sound volume and music, at 
any time during the game. 

Well, I could sit here all night 

and tell you that Doom kicks 
monumental booty, and that it's 
the hottest game around, but, 
unless you've been in a maximum 
security penitentiary in solitary 
confinement and grade five lock- 
down for the past 18 months, you 
probably already know that. Now 
Macintosh-heads can stop feeling 
like a beleaguered minority and 
join the real world: Doom for the 
Mac offers them full rights of citi¬ 
zenship. r 
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Lion Entertainment 
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212.951.3158 








Macintosh 040 Series 
8 Megabytes RAM 
20 Megabytes Hard Drive: 
Heaven, in Hell 


I was beginning to 
wonder if Hell was 
gonna freeze over 
before I could get 
me a little slice of 
Hell on Earth. 
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Microsoft Fury3 



Fury3 has been 
designed to run in 
tandem with 
Windows 95. 




Same View Options Help 
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I n yet another bold step toward 

I world domination, Microsoft 

I knows what people really want— 
ifpi Subsequently, it should- 

;^8i n't come as any big surprise that 
the theme for Microsoft's 3-D action 
shooter deals with aliens trying to take 
over Earth. Your job is to eliminate as 
many Microsoft employees and facili¬ 
ties as possible, engaging various 
bosses until you eventually take on 
Lord Boss Supreme, Mr. Gates him¬ 
self! Well, that's not really the story¬ 
line—it's just the standard protect 
Earth then hunt down the bad guys 
where they came from. 

At first glance, Microsoft's Fury3 
could easily be mistaken for 
SDRealms' Terminal Velocity — 
which isn't surprising, since 
Microsoft licensed SDRealms' 

Terminal Velocity eng]ne to pro¬ 
duce Fury3, The only really notice¬ 
able difference between the games 
is that Fury3 only runs under 
Windows —who would've guessed? 
Still, the two games are basically 
carbon copies of each other, and 
Fury3 doesn't introduce anything 
innovative over Terminal Velocity. 

The action, however, still 
remains the same. Scour several 
different planets, blasting airborne 
enemies and decimating ground tar¬ 
gets, navigate extremely dangerous 


tunnels and defeat different bosses at 
the end of each world. Variations of 
the weapons found within Terminal 
Velocity awa\X to assist you through 
these destructive times, although the 
main variations lie within name 
changes. Power-ups are also very 
plentiful, ranging from shield boosts 
to invisibility. 

Graphically, Fury3 has detailed ene¬ 
mies, terrain and explosive effects— 
much like those found in Terminal 
Velocity. On the downside, Fury3 does 
tend to run a tad slower under 
Windows. 

Whether you're launching salvos of 
missiles at enemies or punching your 







Ibnnels often have caches off 
weapons and power-ups, but be 
carefful—the tunnels themselves 
are virtually alive, with moving 
walls in addition to enemies- 
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Live out those dreams off blowing 
up construction vehicles with 
missiles! 


Follow the radar arrow to locate and 
destroy assigned targets. 


Same View Sp^ions iJclp 


afterburner to make tracks, 
the sound effects in Fury3 
aren't anything really new 
over Terminal Velocity. That 
is to say that the sound 
effects are adequate, but 
deeper explosions would 
have been better. 

Unfortunately, the 
music, while slightly differ¬ 
ent from Terminal Velocity, 
is similar in one primary 
respect—it's not very good. Although 
the techno beat matches the action, 
the music becomes tiresome very fast. 
Perhaps they should contact the music 
writers for Descent next time around— 
a game that possessed both great 
sound effects and music, together 
helping to create a more ambient 
atmosphere. 

Atmosphere is really the biggest 
problem with Fury3 —a problem that 
plagued Terminal Velocity too. While 
there are certainly enough enemies to 
kill, blow up and otherwise dispose of, 
there's no real sense of being there. 
Intensity and urgency are lost, and the 
enemies themselves are very limited 


The chase view allows you to ffollow behind 
your ship, giving the game an even more 
arcade-like perspective. 


in their intelligence, often flying past 
you to get in front of your guns. 


That's not to say that Fury3 or 
its predecessor are all that bad, 
it's just that they could have been 
much more — ^especially Fury3, 
which should have used the 
extra time to improve upon 
the original, not clone it. 

Those who enjoyed 
Terminal Velocity will no 
doubt enjoy what basi¬ 
cally equates to a mis¬ 
sion disc add-on, but 
those who didn't won't 
care for FuryS either, 
since nothing has really 
changed. The only fury 
that one might find is 
that this title Is unre- 
markably like Terminal 
Velocity. V 
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Ah, yes, puzzles. 
These were 
Dungeon Masters 
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greatest strength, 
and they’re 
Skullkeeps, too. 


ord Almighty, but do I 
remember Dungeon Master. 
Released for the venerable 
Atari ST a few days before 
the end of 1986, and brought 
over to the Commodore Amiga sever¬ 
al months later, Dungeon Master gave 
the computer role-playing genre a 
much-needed kick in the behind. With 
its real-time combat (the first comput¬ 
er RPG with that feature), a wonderful 
interface, and brilliantly designed puz¬ 
zles, Dungeon Master became an 
obsession for hordes of ST and Amiga 
users, my own Amiga-lovin' self 
included. FTL followed up Dungeon 
Master with a hastily prepared expan¬ 
sion disk called Chaos Strikes Back, 
but it didn't have the same magic as 
DM, and it was so difficult that I've yet 
to meet anyone who actually finished 
the damn thing. 

So, here we are, nine years later, 


and Dungeon Master II: Skull keep —the 
true sequel to Dungeon Master —is 
being released. Why almost a decade 
since part uno? First, because the 
small staff at FTL spent years porting 
the original DM onto every game sys¬ 
tem known to man. Second, because 
DM II languished in development hell 
for months while Interplay threw over 
a dozen graphic artists and musicians 
at the game to bring it up to modern 
standards—an only partially success¬ 
ful effort, but I'm getting ahead of 
myself. 

DM II places you in control of a 
party of four adventurers known as 
Champions, chosen from a pool of 16 
dudes and dudettes. One character, 
Torham Zed, is a guaranteed member 
of the party, but the other three are 
chosen at your whim. You can't 
choose other Champions once your 
party has been formed, but you can 
change the Champions' default names 


62 coMPUTERPlayer November 


.i 


Adventure 
Compact Disc 
FTiySoftware Fleaven, 
Interplay Productions 
17922 Fitch Avenue 
























































































































y ^Ijj^ ' I 


V-f'V«TrtV^'v. -v-> 




MnwaMMi 










^JTJirLriiiFjf rTV TT/ 




MV 






mJI 






The manual sets up DAf lAs detailed 
background story# but the game itself has 
hardly a story at all- 


(a tidbit not mentioned in the terrible 
Instruction manual). You can't import 
saved games from DM or Chaos 
Strikes Back, but then, it wouldn't 
make any damn sense if you could. 

The manual sets up DM H's detailed 
background story, but the game itself 
has hardly a story at all. There are no 
NPCs to interact with, and not much 
reading other than the occasional 
scroll or dirty magazine. (Just kidding 
about the scrolls.) Your goal is, put 
simply, to reach the top of Castle 
Skullkeep and kill a big, bad wizard by 
the name of Dragoth. 

The first half of DM If has you 
exploring a monstrously targe outdoor 
area called the Thicket, gathering the 
four pieces of the Castle Key. Each 
area of the Thicket is loaded with crea¬ 
tures, and a precious few puzzles. 

Once you assemble the Key and get 
into the Castle proper, the game play 
shifts gears, going from an emphasis 
on combat to an emphasis on puzzle¬ 
solving. 

Ah, yes, puzzles. These were 
Dungeon Master's greatest strength, 
and they're Skullkeep's, too. The 
designers intentionally chose step- 
based movement over DOO/W-style 
free movement to design trickier puz¬ 
zles, and the trade-off works. What's 
especially neat is that, like the original 
DM, Skullkeep's game engine is open- 
ended enough to allow for several 
methods to solve certain puzzles. 

If you played the original DM and 
wanna know what's different about 
DM II —^well, not too much. The com¬ 
bat interface has been tweaked (but 
not in a good way—now you can't cast 
spells and swing weapons at the same 
time). You have a money box to keep 
your coins in. You find several magic 
maps that show your surroundings. 
(No auto-mapping, though.) The 
biggest difference: the Thicket has 
several merchants from whom you 


can buy and sell weapons and 
items. 

DM //'s graphics, created by 
Andy Jaros—who also did the 
visuals for the original DM —have 
been heavily altered by Interplay's 
gaggle of artists, but all those 
folks have done more harm than 
good. Jaros' stark, frightening mon¬ 
sters (which can be seen in the Sega 
CD version of Skullkeep, released last 
year by JVC) have been replaced by 
Barney-esque creatures, which leads 
me to believe the rumor that several 
of Interplay's artists were previously 
Disney animators. Even worse, DM 11 
is VGA only, and 320x200 pixels can't 
help but look weak in this era of SVGA 
pizzazz. The stereo sound effects are 
decent—some of them were yanked 
directly from the original DM —but 
nothing special. As for background 
tunage, the piano- and violin-heavy 
MIDI score is excellent. 


Dungeon Master // won't 
win any awards for its, 
uh, "vintage" graphics, 
but DM was never about 
visual flash anyway. It 
was about addictive 
game play, which its 
sequel has in spades. 
Skullkeep isn't the 
groundbreaking role- 
playing game that its big 
brother was, but it is 
good fun while it lasts. F 


DM If places you in control of a 
party of four adventurers known 
as Champions# chosen from a 
pool of 16 dudes and dudettes. 
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Dust’s graphics 
leave most other 
adventure games in 
just that—dust. 
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Now 

Adventure 
Compact Disc 
Cyberflix 
GTE Interactive 
P.O. Box 4358 
Carlsbad, CA 92018 
800.GTE.TODAY 




IBM PC 486/66 
Windows 95, Windows 3.1, 
or Windows NT 3.51 
8 Megabytes RAM 
Double-speed CD-ROM 
SVGA Video Card 
Cowboys, Indians, Saloons 
and Gunfights 
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our last game of poker 
cost you all of your pos¬ 
sessions and nearly your 
life. Taking off to the 
desert, you stumble into 
Diamondback, a small Western town 
with a population of about three dozen 
people. Puzzles, gambling and gun- 
fights await—this is your kind of 
place! Welcome to the Western adven¬ 
ture Dust, Cyberflix's latest title, from 
the team responsible for past titles 
such as Jump Raven and Lunicus. 

However, whereas Jump Raven 
and Lunicus both failed to inspire me 
heavily, Dust is easily Cyberflix's most 
professional-looking title to date. But 
whereas appearances can be deceiv¬ 
ing, fortunately, Dusf also manages to 
combine a storyline and intuitive 
game play that easily make Dust 
Cyberflix's best game yet. 

Both Jump Raven and 
Lunicus suffered from less than 
perfect interfaces. Both games 
were heavy on the action and 
needed streamlined interfaces 
to make combat as easy as pos¬ 
sible, but, instead, offered 
slightly cumbersome controls. 

Dust, on the other hand, isn't so 
much about timing as it is just 
exploring, talking with the resi¬ 
dents, solving puzzles and gam¬ 
bling. Gunfights are more 
toward the arcade aspect, but 
they're not the predominant 
aspect of Dust Dusfs interface 
is also very easy to use, not 


boggling the player with loads of 
options to ponder. 

One of the more interesting 
aspects of Dust is money. You need it 
to survive, but you start with very little 
to your name. The solution? 

Gambling! Poker, blackjack and slot 
machines. But these are the actual 
games, not just automatic events. 
Thus, you'd better brush up on your 
poker before taking on the local gam¬ 
bling pro. 

Whether you're strolling down the 
streets of Diamondback or partaking in 
a gunfight, Dusfs graphics leave most 
other adventure games in just that— 
dust. The town of Diamondback is 
beautifully rendered in SVGA graph¬ 
ics, and stepping forward smoothly 
scrolls the graphics, as does looking 
left or right. Minor touches also add to 
the game, such as shooting stars that 


What better way to soothe the savage beast 
than offering this li'l ol' doggy a bone? 
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can be seen at night. 

Many of the assorted villagers can 
be found by roaming the streets. The 
residents themselves are animated 
extremely well when walking from 
place to place, adding realism not only 
graphically but in the sense that the 
villagers do have lives and don't stay 
standing In one place all day. 

Choosing to speak with one calls them 
over, and they subsequently change to 
digitized actors for close and personal 


chitchat. 

Most of the voice acting and 
digitized actors are rather stereo¬ 
typed-looking as well as sound¬ 
ing, but they all fit their parts 
well. Dusf thankfully doesn't try 
to take itself too seriously, 
adding touches of humor 
throughout the game. The 
spaghetti Western style music 
will have you almost expecting 
Clint Eastwood to show up at 
times, adding to the atmosphere. 



Jackalope is just one of three dozen differ¬ 
ent characters that you can draw into a 
conversation. 



As the only law in Diamondback, you'll find 
it's necessary to dispense some lead to deal 
with the unruly types. 



The inventory system lets you quickly 
check what you've got, as well as exam¬ 
ine items. 



In a genre that's left mostly 
yntapped except for Alone in 
the Dark 3 (and even then 
that was dealing with 
yndead cowboys in a 
ghost town). Dust is a 
refreshing Western 
adventure that caters to 
many categories with 
its share of puzzles, real 
card games, interaction 
with locals and even 
gunfights. The Old West 
never looked so good, r 
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In Paparazzi, all the 


user has to do is 
make a mistake 
and the budding 
photographer is 



fired—end of story 
and end of “game." 







8 Megabytes RAM 


Double 


Stars, Sexy Starlets, Alien 
Encounters and Flying 
Doggy Poop 
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! aparazzi is the first game 

i from a three-year-old 

Dallas company, 

I Museworthy Inc. The FMV, 

first-person-perspective, 
puzzle and action product claims to be 
an interactive film and not a game at 
all. Jim Freeman, Museworthy produc¬ 
er, says Paparazzi is an attempt to 
define a new medium that is neither 
film nor game, but a synthesis of both. 

The product succeeds as a film, 
with humorous, campy scripting, 
effective comic timing, professional 
sets, enjoyable music and excellent 
acting from over 60 actors and 
actresses set within the limits of com¬ 
puter-based, full-motion video. You 
end up playing the "game" to see the 
video. But to label the product interac¬ 
tive is misleading. 

In order to be interactive, the user 
must be able to cause significant 
changes to the plot. In Paparazzi, all 
the user has to do is make a mistake 
and the budding photographer is 
fired—end of story and end of 
"game." One mistake in most cases is 
enough for the player to lose and be 
sent right back to the beginning, since 
the one save for the each of six char¬ 
acters is updated at the end of the 
video for each location. 

What there is of a plot challenges 
the player, a photographer just out of 
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art school, to take photos of 24 
Tinseltown stars in 14 days. Each day, 
the player must travel to four locations 
from a top-down map of 13. Up to two 
photos can be taken from a camera 
mat screen at each location. The 
paparazzi obtains vague and obscure 
clues by channel surfing six local 
cable channels, receiving phone calls 
from Tinseltown residents and by visit¬ 
ing local sites, most notably a camera 
shop and bar frequented by other 
photographers. 

You must take very careful written 
notes from the hard-to-hear and 
understand video clues, which, thank¬ 
fully, can be replayed as often as nec¬ 
essary, since there is no optional text. 
All of the two hours of video appears 
at 1/5 the screen size, matted with var¬ 
ious graphic representations, such as 
the two-shot "MiNikon" camera. Most 
of the game play centers around the 
Palminator 2000 FMV screen mat, 
which is the portal to all the locations 
in the game. 

Once the two to six clues are gath¬ 
ered, one must make the connection 
as to the ideal location to film the per¬ 
sonalities. Andy Warthog's picture 
required six clues over a ten-day peri¬ 
od. One clue used numbers to refer to 
letters of the alphabet and another 
required an association of ashes with 
Wednesday, which will be lost on 





















































































































































































































those whose faith doesn't observe Ash 
Wednesday. 

When visiting a site, the 1/5 screen 
video within the mat jerks violently at 
points in a lame attempt to make the 
game more difficult and arcade-like. 
The player must take the right picture 
within a few seconds or the shot is 
lost. The logic behind what picture is 
the most revealing Is also obscure. 

The fully exposed breast of the hyper- 
sexual putz Virgin Mary Madonna 
character is worth nothing, while a 
picture of her losing her blonde wig is 
worth thousands. Go figure. 

The ultracampy satirical comedy is 
the only endearing and saving feature 
of the product. Many cable channels 
have repeating video sequences, like 
the "no fish drink beer" channel, 
watching the grass grow channel or 
the water cooler bubbles channel. One 
money picture shows a "femi-Nazi" 
dominatrix whipping Rusk Limberger. 
The only way to get a picture of 
Shawn Pendelton is to catch him in 
the john where his fearsome fists will 
be occupied. 

All the video sequences and puz¬ 
zles have a professional integrated 
feel that, once understood, gives you 
a kind of artsy satisfaction. You will 
definitely groan when you hear some 
of the puzzle solutions. The video 


Gamers can access tipsv gossip and 
assignments via the Palminator 2000. 





The product was designed to have 
female appeal, and the company 
reports that women testers liked the 
product best. 


sequences are more like a series of 
Saturday Night Live sketches than a 
game with an integrated plot. 

The product was designed to have 
female appeal, and the company 
reports that women testers liked the 
product best. The first three characters 
to choose from in the game are 
women photographers. There is even 
a gratuitous bare-behind-in-the-sun 
sequence at beautiful Bigwell Lake 
that would make Mel Gibson jealous. 

The excellent, enjoyable, live music 
performed by Jason English, who also 
did the Foley sound effects, encom¬ 
passes a wide variety of popular styles 
and suits the product well. 


Paparazzi has good, but short, 
futl-motion video sequences, with 
good, overly campy, funny act¬ 
ing. Good script, but no plot, 
with excellent music and 


sound effects. 
Unfortunately, the prod¬ 
uct is not a game, the 
clues and puzzles are 
lame and many will be 
put off at how short it is. 
The lack of save games 
and the unforgiving and 
extremely linear "plot" 
put the nails in the 
coffin, r 
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The Last Dynasty is 
Coktel Vision’s Inca 
adventure engine 
with many 
enhancements. 




emennber Inca? It was one 
of the earlier products that 
Sierra ported over from 
French developer Coktel 
Vision. It was followed by 
a sequel, Inca II. Both games were 
action adventures praised for attempts 
at being original, but were also a little 
campy and suffered from dated 
adventure engines. 

The Last Dynasty is the latest from 
this line, and it's a marked improve¬ 
ment. Very much like the Inca games. 
The Last Dynasty is an 
adventure/action game hybrid. The 
adventure mode looks like Mysts, uti¬ 
lizing a first-person perspective. The 
action mode contains spaceflight 
arcade sequences with a Wing 
Commander-Wke presentation. There is 
an adventure segment between two 
space combat segments. 

The graphics used in both parts are 
fabulous. Gone are the bland panels 
used for adventure portions of the 
Incas, supplanted by crisp and col¬ 
orful SVGA backgrounds. The 
action scenes also take advantage 
of Windows' high-resolution capa¬ 
bility by fitting a large variety of 
detail into the ship cockpits and dis¬ 
plays. Even the video clips are 
much improved from earlier grainy 
offerings. 

Interestingly, performance 
remains strong with all of these 
added trimmings. Unlike Myst or 
the Star Trek Technical Manual CD- 


ROM, the adventure segments here 
update quickly, and moving from one 
point to another is smooth on a fast 
486, Walking through the 3-D space 
station in the adventure segment is 
worth doing just for the fun of it. 

Of course, you can't just meander 
around the game looking at pretty pic¬ 
tures. You're playing for a purpose. 
You're going to save the universe 
again, just like you did in all those 
other computer games! 

Mel is your alter ego this time 
around, and from your friend Dok, you 
learn that aliens are visiting the planet. 
You wonder what the heck he's talking 
about, but play along and before you 
know it, you've been abducted and put 
in a spaceship faster than you can say 
"last starfighter," It turns out you and 
Dok aren't really Earthlings at all, but 
aliens jettisoned there in your youth to 
avoid capture by the villain named 
Iron. Iron is trying to capture the two 
sons of Yannis, of which you are one. 





$59.95 

Now 

Action/Adventure 
Compact Disc 
Coktel Vision 
Sierra On-Line 

3380 146th Place SE, Suite 300 
Bellevue, WA 98007 


Windows 3.1 or Windows 95 
8 Megabytes RAM 
4 Megabytes Hard Disk 
Double-speed CD-ROM drive 
Space Opera, Low-budget 
Sets, High-res Graphics 
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to harness something they share 
called the Ultimate Knowledge. Your 
brother, Lem, has since been captured, 
and Yannis now wants to send you to 
a different place for safekeeping. 

As you set off in a fighter, you'll 
have the opportunity to visit other 
worlds and try to win allies to your 
father's side. Ultimately, you'll have to 
also go to Iron's space station to 
destroy the clone he's made of Lem. 
The Last Dynasty is pretty fun, though 
the adventure is not as complex and 
involving as some games we're used 
to like some of Sierra's own adventure 
games. Most of it is "inventory scav¬ 
enger hunt and manipulation," but 
that's okay, most adventures are like 
that. The puzzles are generally easy 
with a few oddballs thrown in, but 
nothing the usual trial and error 
experimentation can't solve. 

The combat is similar with regard 
to products like Wing Commander and 
TIE Fighter. It's simpler, but still an 
improvement over Inca II. Now you'll 
have wingmen flying with you and 
each mission has an objective. There 
are a variety of cockpit displays that 
can be customized to individual pref¬ 
erence, and the action is fluid. Views 
out all sides of the ship are available, 
as is the 3-D map that allows you to 
view the battlefield and assign general 
orders to escorting craft. Occasionally 
during combat, the game will play ani¬ 
mated segments of the ships in action, 
and, while these are pretty to look at, 
they can be a disorienting interrup- 


The combat is sim- 

tion. The last complaint is about ilar with regard to 

something all foreign built games products iike Wing 

seem to suffer from...milestone save Camntandei' and 

games! You can't save exactly where TIE Flghtor. 

you want in combat mode. There are 

some sections that you just have to 

survive to get past. If you get sick of 

the combat stuff, check for cheat 

codes, soon to be published in 

Computer Player. 


The production qualities 
the game are solid. The 
music is good, the acting 
and dubbed voices are 
far superior to Inca Its 
and the difficulty level 
makes it accessible for 
many audiences. 

There's still a little 
camp, but, depending 
on how you view it, it 
can be a part of the 
game's charm. Probably 
a decent buy for Rebel 
Assault or Daedalus 
Encounter fans. V 
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Once all the minor 
bad guys are killed, 






the gamer faces 
the outlaw leader 
in a final shootout. 











































505.880.1718 
IBM PC 33 MHz 
4 Megabytes RAM 
565 K Conventional Memory 
500 K Hard Drive 
Double-speed CD-ROM Drive 
Dance Halt Girls, Dirty 
Outlaws, Clean Outlaws, 
Cattle Skulls, Wagon Wheels 
and Poorly Defined Hot Spots 
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ike Mad Dog McCree and 
Mad Dog //from American 
Laser Games, in The Last 
Bounty Hunter the gamer 
shoots at bad guys while the 
movie runs. Other movies fill in the 
areas between the shooting 
sequences. 

If you shoot all the bad guys and 
avoid hitting the good guys, you 
progress to the next shooting or cut- 
scene. There is very little plot: Just 
shoot or be shot. There are no interac¬ 
tive conversations, exploration or puz¬ 
zles that make up an entire world to 
help immerse the gamer into the life 
of the Wild West. 

The entire game has only four 
choices. You can pick the order you 
hunt down four outlaw leaders that 
General Rigs asks you to kill in the 
first shootout of the game. Each 
shootout is carried on in up to three 
separate segments of from four to six 
bad guys who jump out at you from 
doorways, off-scene and behind rocks. 
Once all the minor bad guys are killed, 
the gamer faces the outlaw leader in a 
final shootout. Once you kill all four 
leaders, you win the game. 

Each player starts with 
three lives and a small 
amount of gold. The gold is 
earned by killing bad guys 
and can be used to restore 
lost lives when a doctor 
appears between scenes. 

The player shoots his six- 
shooter or shotgun by press¬ 
ing the left mouse button and 
pointing a crosshair at the 
bad guy. The gun reloads by 
pointing at the lower-right 


screen and pushing the right button. 
For an extra $54.95, you can buy a PC 
GameGun to shoot at the bad guys. 
While the PC GameGun may prove to 
be an effective shooting device, the 
gun was not reviewed with this soft¬ 
ware title. 

The player can also face down a 
bad guy in a high noon shootout. The 
player must load his gun before he 
shoots in a shootout. This attempt to 
simulate the action of drawing a gun 
does not work well with the mouse. If 
the player is killed enough, he can 
place the gun crosshairs on the area 
of the screen where the bad guy will 
appear, making the game insanely 
easy the more it's played. 

The game designers limit the play¬ 
er to one save game and have added a 
lot of close-up shots and camera 
movement to make the game more 
difficult. While the game did become 
more difficult, the necessity of adding 
these frustrating elements to the game 
in an attempt to lengthen game play is 
a poor substitute for game content. As 
it is, the game should take no more 
than a couple of hours to play, with 


. -jtf.’'- -. 



Shoot cattle skulls, wagon wheels and 
lanterns to get more money and lives. 
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You don't need to hit the outlaw—just fire 
at the screen where it is hot. 


very little replay value. 

The graphics are the same digi¬ 
tized, full-motion video seen in the 
previous games in the series, with 
blurred images and telltale jagged 
edges around every object. The ani¬ 
mation is less choppy and much 
smoother when played on a Pentium 
processor with a double-speed drive. 

The acting by a cast of over 100 
actors, including a world champion 
quick draw artist, is descent. The film¬ 
ing at the Old Tucson Studios, which 
has been used in many Hollywood 
movies, provides an interesting period 
backdrop for the game. The music and 
speech become very distracting and 
annoying when scenes replay over 
and over, and they can only be turned 
down or off if you have a volume con¬ 
trol on your speakers. 


Shooting many times will not help, but pre¬ 
cise timing will. 


Bounty Hunter has fair graphics 
and animation, and partiaily sue- 
ceeds as a shoot-'em-up game, ft 
leaves a lot to be desired in the 
areas of replay value, plot and 
length of play. Those who 
are looking for something 
with a little depth are 
advised to look else¬ 


where. r 
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This game is very 
cool, and that's not 
a superlative you’ll 
see often in my 



reviews. 



ust in tinne to save PC users 
from CD console platform envy 
is Trip Media's Bum:Cycle. This 
game is very cool, and that's 
not a superlative you'll see 
often in my reviews. Bum:Cycle is the 
story of your character, a data couri¬ 
er/pirate, working to save himself from 
a virus injected into his head. The 
virus was planted in Cutter when he 
and his partner/girlfriend Kris were on 
a corporate info heist that blew up in 
their faces, killing Kris in the process. 
Now, you've got about two hours of 
real time to solve this case. You'll 
need to see if the heist was a setup, 
get revenge for Kris' death and, most 
importantly, get the deadly virus and 
information out of your head. In other 
words, Burn.’Cycle is the game that 
Johnny Mnemonic should have been. 

In fact, the parallels between 
William Gibson's work and BurmCycle 
are many. Most obvious is the main 
character, who has the afore¬ 
mentioned job and prob¬ 
lems, and a lady assassin for 
a partner. The setting for the 
game is a very gloomy but 
electric world, borrowing a 
lot from Blade Runner. What 
is impressive is how well it 
all works, even in slightly 
blurry VGA. The music, 
sound effects and dialogue 
all evoke the feel of this 
techno future. Look at the 
opening screen of a dark 
metropolis. Skyscrapers 


peppered with sparks of light reach up 
plaintively, animated by the building- 
mounted movie screens that run drug 
advertisement videos. Hovercars 
screech by, briefly interrupting the 
drone of the city noise. 

The entire game is like that, and it's 
a testament to the backgrounds of the 
designers, composed of a filmmaker, a 
writer and an artist. Most of the game 
is dark, utilizing shadows and somber 
palettes, with occasional fluorescent 
highlights on the main characters, 
drawing our attention to them. My 
high score for graphics reflects not so 
much the resolution as it does the 
excellent use of lighting, color and 
style. Also stylishly done is the pacing 
and storytelling, which is a blend of 
action sequences and flashbacks. 
There's even a trip to cyberspace, or 
what Burn:Cycle calls the "Televerse." 

Most of the game is viewed in a 
first-person perspective. Very much 
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like the navigation engine used in 
Myst or USS Ticonderoga, you'll glide 
through 3-D rendered environments a 
step at a time. The detail of the screen 
is blurred a bit when moving, but, 
when the motion stops, the picture 
sharpens. Other characters you deal 
with are animated, but unimportant 
nonplayers are strangely seen as 
immobile, cardboard cutouts. Though 
I'd normally find fault with this, it 
seems to work here and is a better 
alternative than leaving a bunch of 
rooms empty. It somewhat enforces 
the idea that this society is inhabited 
by drugged slackers. 

The adventure segments alternate 
with the arcade segments and puzzles. 
Most of the arcade exercises are easy, 
once you know what you're supposed 
to do. The puzzles are also ambiguous 
at first, but most can be solved with 
trial and error. The challenge is to dis¬ 
able the virus before it removes pieces 
of your existence by erasing your 
memories. Since the game counts 
down in real time, you don't have the 
luxury to explore the game's environ¬ 


The detail off the screen is 
blurred a bit when moving, but, 
when the motion stops, the pic¬ 
ture sharpens. 


My high score for graphics reflects not so 
much the resolution as it does the excellent 
use of lighting, color and style. 


ment at a relaxed pace. If you 
don't have enough time at the 
end of the game. Cutter will 
die. Since the time ticks off 
even during video sequences 
and save game actions, you 
sometimes feel a little help¬ 
less. This is also true because 
Bum:Cycle doesn't tell you a 
lot about each new challenge 
or puzzle. You often have to 
explore, figure things out, then restart 
from a saved game and do it all 
again—^fast. This is part of the game's 
challenge, but I found it frustrating. 

To save headaches, read Zach 
Meston's strategy guide in Computer 
Player 1.8. Do yourself a favor, 
though, and play each piece without 
peeking first, just to see all the differ¬ 
ent things in the game. You'll feel 
cheated with a walk-through because 
it will end the game in an hour and 
you'll miss some great punch lines. 
There's really more game time than 
that, if you explore all the options. 


Burn:CYcJe's premise is noth¬ 
ing new, but it is followed 
through with fine execu¬ 
tion. The console ver¬ 


sion's puzzles and 
arcade gimmicks don't 
translate any better to 
the PC, and may bore 
sophisticated PC gamers. 
Fortunately, the story 
hasn't changed either. 

It's a tale filled with plot 
twists, gritty dialogue, 
special effects and good 
performances. That's 
something you don't get 
every day from a movie 
or a game. W 
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Special Limlt^ Time Offer Coiti^^itivi^ OpgMte ^^C^ Cood Only Otitil Ndwmber 30,1995^ Call 1.800.245.7 

Owners of previous versions of Unnecessary Roughness or any existing P-C fodtball game can upgrade. For 800# orders you must have o copy of the previous 




Take on the best of the NFL! AILnew player 
animations and realism are your ticket to true 
NFL football competition - a quantum leap over 
its predecessors! 


If you really want to take charge, the expanded 
General IVIanager and stats options put all the 
excitement and strategy right at your fingertips! 
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Those who remember 
lerra s Time Zone 
from the 1980s will 
notice that it has 



something in com¬ 
mon with 
Phantasmagoria. 







mr-y 

W'rm: 


$59.95 
Now 

Adventure 
Seven impact D 
Sierra On-Line 
Sierra On-Line 
P.O. Box 3404 
I Salinas, CA 93912 
800.757.7707 


Gore, 


f there's one thing that can be 
said about the King's Quest 
series, it's that the games them¬ 
selves always had nice, warm 
atmospheres. The characters, 
whether good or bad, were still pretty 
nice by today's standards. Apparently 
the designer, Roberta Williams, want¬ 
ed to do something that wasn't so 
nice. So she decided to design a game 
that would lure an older audience into 
a more "mature" gaming experience, 
complete with mind-bending puzzles 
and mind-splattering pendulums. That 
wasn't very nice. 

Welcome to Phantasmagoria, in 
which you play the part of Adrienne, 
who, along with her husband, moves 
into a large, sprawling island mansion 
built by a famous illusionist. Oh by the 
way, what the realtor left out was the 
minor detail that the mansion is occu¬ 
pied by a terrible evil presence. 

Those who remember Sierra's Time 
Zone from the 1980s will notice that 
it has something in common with 
Phantasmagoria —the excessive 
number of discs. Whereas Time Zone 
came on ten diskettes (unheard of at 
the time). Phantasmagoria takes the 
lead in today's standards, comprising 
a total of seven CDs. 

Naturally, that means 
Phantasmagoria is loaded with video 
interwoven throughout the game. 
Fortunately, the acting is good, not 
great, but better than most CD-ROM 
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titles available for computers. You 
come to sympathize and empathize 
with Adrienne, which is an accom¬ 
plishment in itself. 

Taking up the rest of that space are 
the background graphics of the man¬ 
sion and various settings therein, 
which, for the most part, are beautiful¬ 
ly detailed and give the feeling of 
being on a very large estate. 
Unfortunately, Phantasmagoria lacks 
the three-dimensional freedom of 
Access' Under a Killing Moon, instead 
relying on a point-and-click interface 
to guide Adrienne through her sur¬ 
roundings, more akin to the King's 
Quest series. On the bright side, the 
graphics are at least sharper for the 
most part than Under a Killing Moon's 
rendered environment. 

Complementing the video and 
graphics is the atmospheric music, 
reminiscent of the Omen movie series 
at times. The music definitely helps in 






































































































































































































































Strangulation is probably the least 
graphic death that Adrienne will 
encounter when she missteps. 


creating that uneasy feeling as 
Adrienne gets deeper and deeper into 
trouble. 

The interface itself is primarily hot¬ 
spot based, meaning that you move 
the mouse pointer across the screen 
until it turns red over certain objects. 
When it turns red, it means that the 
object can then be clicked on to either 
study or gather, simplifying things 
tremendously. An easy inventory sys¬ 
tem allows for quick item storage as 
well as usage. The downside is that 
the puzzles are quite effortless for the 
most part, largely due to the hot-spot 
interface, which makes problem¬ 
solving very easy. 

Aside from the acting and overall 
game, the plot itself is mostly B-movie 
material. As mentioned, an evil pres¬ 
ence inhabits the house, and it's up to 
you (Adrienne) to get rid of it. 
Accompanying the B-movie aspect are 
some startlingly gory scenes (head¬ 
cleaving, etc.). For those who wish to 
play the game without the gore. Sierra 
sensibly included a censor option that 
skips over the gory sequences. At 
least there aren't any sorority babes in 
their underwear running away from a 
murderous psycho. 

Adding to the horrific quality of the 
game is the save game system— 
or lack thereof. Basically, it uses a 
bookmark, allowing you to save 
in one place at any given time. 

The problem is that, when you 
die, so does your bookmark. The 
bookmark feels more like more 
playtime forced upon you than 
anything else. 

The game itself progresses 
from chapter to chapter, with a 


total of seven chapters. While this 
keeps Phantasmagoria on a linear 
path, the actual chapters themselves 
have a fair, but not overwhelming, 
amount of freedom in course of 
actions. 


Ah, nothing like the convenience 
of having various torture devices 
within your home. 


Those craving a darker turn 
more along the lines of The 7th 
Guest should enjoy 
Phantasmagoria, although 
Phantasmagoria is much easier 
overall. But be warned: It isn't 
for everyone. The graphic vio¬ 
lence (which can be skipped) 
and even a very disturbing 
rape scene (with no actual 
nudity shown) clearly 
spell out "adults only." 

Ms. Williams has suc¬ 
ceeded at showing that 
she can make games 
that aren't so nice. 

How nice of her. r 
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Power Pete 


Price: N/A Genre: Action 
Publisher: MacPIay 

Telephone: 800.969.4263 System: Mac CD-ROM 

Overall Rating: 8 


eminiscent of the 16-bit classic Zombies Ate My 
Neighbors, Power Pete places you in the combat 
boots of a Rambo-esque action figure. With an 
arsenal of toy weapons, you must rescue some fuzzy 
bunnies who are trapped in a toy store gone amuck. The 
funniest part of this game is Pete's mechanized voiced 
shouting things like "Eat my Dust!" and "Get over here 
Rodent!" while he's blasting evil Chocolate Bunnies, 
menacing Toy Soldiers and a never-ending stream of 
equally silly adversaries. Highly recommended for those 
with a taste for mindless fun. 




Magic Carpet Plus 


Price: $54.95 Genre: Action Publisher: Electronic Arts 
Telephone: 800.245.4525 

System: IBM PC CD Overall Rating: 9 



agic Carpet P/us combines the original Magic Carpet 
with the more recent Hidden Worlds add-on, making it 
a nice way for the uninitiated to see what they've been 
missing. If you already own the game, this is nothing new. If you 
don't, you have my heartfelt apologies. Now go and make your 
life a whole lot better by picking this up. And you'W get the 
bonus of decent box art with Magic Carpet Plus, instead of the 
cheesy photo that adorned the original. 



Merriam-Webster’s 
Word War Five 


Price: $29.95 G enre: Puzzle Publisher: Millennium 
Telephone: 800.892.6848 

System: IBM PC CD Overall Rating: 7 



ive unique word games for Windows (see, now isn't the 
title funny?), which range from the merely hard to the 
antagonistically impossible. Actually, a few of the games 
are quite easy at first, but these are exceptions to the rule. WW5 
will be heaven for wordsmiths and crossword puzzle buffs, but 
the vocabularistically impaired will definitely want to pass. Still, 
it's a lot more fun than studying for the GRE, and some of the 
puzzles—especially "Odd One Out," in which you must locate a 


dissimilar word from a group—are incredibly addictive. 



Ishar S: The Seven 
Gates of Infinity 


Price: N/A Genre: FRPO 

Publisher: ReadySoft Telephone: 905.475.4801 
System: IBM PC CD Overall Rating: 5 


Mm hh, fantasy role-playing games. Either you love 'em or you 
hate 'em. If you love 'em, you may want to check out Ishar 
3, but be warned—it has nothing new to offer the genre. 
The character building is very simplistic and the game play feels 
more like The Bard's Tale than more recent benchmarks like 
Bethesda's The Elder Scrolls: Arena. If you hate RPGs, well, this 
sure ain't gonna change your mind, unless of course you have a 
soft spot for half-ores with names that sound like obscure 
Russian authors. 
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Full Throttle 



Lode Runner 

Mech Warrior 2 
Slipstream 5000 

Star Trek: TNG 




31st Century Combat 



CHEAT, SECRET MECHS AND EASTER EGGS 


Your last full salvo of long-range missiles 
decimates the distant Nova's torso, reducing 
it to a pile of molten metal. Suddenly, a 
Summoner jets over the nearest hill as you 
whip your turret sideways, freely letting 
loose with your ultra cannon and lasers. 
Legless, the Summoner topples into a midst 
of flames, exploding into ashes. Wiping back 
the sweat, you turn to the next pair of 
approaching mechs—a Rifleman and 
Direwolf. 

Smiling grimly, you activate full guns, 
only to realize you're left with just a pair of 
paltry lasers. The enemy mechs decide to 
give you some of their ammo—^the hard way. 
Yet you fight, using your virtual peashooter 
against their cannons and missiles, for to 
embrace cowardice is a fate far worse than 
death. Your mech shakes violently, ham¬ 
mered by lasers and machine gun fire, sear¬ 
ing a leg off. Time slows as you watch sever¬ 
al PPCs and missiles heading directly at you. 
Your mind wanders momentarily—have I 
somehow dishonored my clan? Did I really 
deserve this? Should I have used the ammo 
cheat? 

Fortunately, the designers of Activision's 
MechWarhor 2 know that all is not necessari¬ 
ly fair in war. Thus, they have included a 
multitude of tactical secrets (cheats) to help 
counter those hard-core missions that you 
just can't seem to beat without some form of 
Godly intervention. 

Preparing for Battle 

The following is a list of cheat codes that 
can only be activated during the actual mis¬ 
sions. Ranging from infinite ammo all the 
way to turning your heat accumulation off, 
you're sure to find them useful in combat. Be 
sure to hold down the Shift-Ctrl-Alt keys 
while you type out the different cheats, oth¬ 
erwise they won't work. 

ShIft-Ctrl-Alt-CIA: Replenishes all 
weapons, giving you a full deck to play with 
when the stakes are high. 

Shift>Ctrl-Alt-COLDMISER: Are you 
overheating your mech too much? Well, 
here's the solution, which turns off heat 
buildup, allowing you to fire and jump to 
your heart's content. 

Shift-Ctrl-Alt-XRAY: Similar to image 
enhancement, except XRAY adds the ability 
to see through objects (including mountains) 
to see mechs behind them. 

Shift-Ctrl-Alt-BLORB: Allows your mech 
to jump into a phone booth and come out as 
Supermech, completely indestructible. 

Shift-Ctrl-Alt-ENOLAGAY: Whatever 
object you have targeted will be immediately 
nuked—and I mean nuked. Do not use at 
close range, or you'll join your target's 
demise. 


Shift-Ctrl-Alt-MIGHTYMOUSE: Lets 
you watch all the original Mighty Mouse car¬ 
toons in order—^just kidding. Gives you 
unlimited jump jet fuel. 

Shift-Ctrl-Alt-LAIRDO: A useful cheat 
that allows you to command other mechs, 
assault vehicles or dropships in the area. 
Great for getting that extra help when the 
going gets tough. 

Shift-Ctrl-Art-MICHELIN: These mechs 
have balls—lots of 'em, in fact, thanks to this 
odd code. 

Shift-Ctrl-Alt-TINKERBELL: Turns on a 
free-floating camera that stays fixed at one 
location. Press C to turn this mode off. 

Shift-Ctrl-Alt'TLOFRONT: Changes the 
chase camera position for your mech. 

Shift-Ctrl-Alt-MEEPMEEP: Enables time 
compression. 

Shift-Ctrl-Alt-UNMEEPMEEP: Disables 
time compression—surprise! 

Shift-Ctrl-Alt-HANGAROUND: Tired of 
being booted out without being able to gloat 
over the smoldering wreckage of enemy 
mechs? Well, now you can hang around as 
long as you want. 

Shift-Ctrl-Alt4CANTHACKIT: Tired of 
gloating? Enter this code to exit the mission. 

Easter in Mechland 

You won't find any bunnies hopping 
around in the world of metal machines, but 
you can discover some of their Easter eggs. 
During a mission, simultaneously type Shift- 
Ctrl-Alt-DORCSCO to hatch yet another 
Easter egg. You'll temporarily exit the mis¬ 
sion while a list of the various designers (as 
well as this charming photograph—my, they 
have big heads now!) appears, allowing you 
to select them individually and read some 
words of "wisdom." 

Secret Mechs Revealed 

Those Elementals are a lot like mosqui¬ 
toes. They're small, hard to see, annoying 
and, when there's a swarm of them, they can 
be real pests. But then again, you're proba¬ 
bly just jealous because you can't be one. 
Well, you can stop your sniveling, because 
now you can be a mosquito—er. Elemental. 

First enter the Trials of Grievance and 
click on Star Config. Then click on your 
current callsign, delete it and type in 
Hobbes (must be case-specific, or it won't 
work). Go ahead and choose Mech Lab after 
changing your callsign to Hobbes, scroll 
through the mechs and voila!—there's the 
Elemental. But that's not all; there's also the 
spiderlike Tarantula mech. And, in a later 
patch, you'll even be able to access the 
Battlemaster this way. Now you can have 
your cake and eat it too. 
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DOING THE WARP WALK 



If there's one thing you're bound to notice 
in A Final Unity, it's that the various Star Trek 
characters are all animated realistically, walk¬ 
ing smoothly from place to place. This is due 
to the fact that all of the characters put some 
serious mileage on their footwear as they 
planet hop across the universe trying to dis¬ 
cover and complete their mission. Besides 
becoming tedious, there are timed events in 
the game that require speed, and not the 




ever-so-casual approach of our Federation 
friends. 

Luckily, there's a way around this—the 
warp walk. By simply holding down the shift 
key while having the crew members walk to 
a destination, you'll notice a drastic improve¬ 
ment in speed. This makes those numerous 
walks back and forth between different areas 
take much less time and allows you to con¬ 
centrate on the task at hand, not just staying 
awake. 

The shift speed-up also allows for you to 
easily bypass the timed walk events on plan¬ 
ets. This is most noticeable toward the end 
of the game, where you need to temporarily 
disable three sensors and get past them 
before they go back on-line. A shift in pace 
will make this minor puzzle a breeze. 





SUCKER PUNCH 



Ben's had better days. Accused of murder, 
he's out trying to find the real culprit, clear 
his name and, hopefully, ride off into the 
sunset. You've been doing your best to help 
Ben out, and just when things have been 
looking up, you find yourself stuck at Mine 
Road getting beaten off your bike again and 
again by rival biker gangs. Except, Ben has 
something up his sleeve to help you out if 
this arcade-like portion of the game is giving 



you a flat tire. 

During the fisticuffs with rival bikers, hit 
Shift-V repeatedly. Ben will pull out some of 
his dirtier moves to make quick work of his 
opposition, saving your sanity in the 
progress. Sometimes you may need to hit 
Shift-V a few times to unseat your oppo¬ 
nent, but it won't take long. Then you can be 
back on your merry way of solving puzzles. 

continued on page S4 
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I n order to serve our readers better, we would like to ask a few questions about yourself, what kind of games 
you like and what you think about Computer Player. But, we don't want you to go through all that trouble 
without having the chance to win something. Three prizes will be awarded by random drawing. First Prize 
(15 computer games). Second Prize (10 computer games). Third Prize (5 computer games). In order to be eligi¬ 
ble, contestants must complete the following survey in its entirety and send it in or a copy of it (i.e., if you don't 
want to cut up this copy), to the address below. 


1. The following items appeared in issues of 
Computer Player. We’d like to know roughly 
how interesting you’ve found each piece to be. 
Please rate each piece in the following cate- 


gories; Good d Average d Bad d 

1 Communications: 

Gd 

Ad 

Bd 

2 Newsnet: 

G d 

Ad 

Bd 

3 Shareware Spotlight: 

G d 

Ad 

B d 

4 Point of Reference: 

G d 

Ad 

Bd 

5 Over the Line: 

G d 

Ad 

Bd 

6 Cover Feature: 

G d 

Ad 

Bd 

7 Previews: 

Gd 

Ad 

Bd 

8 Reviews; 

G d 

Ad 

Bd 

9 Capsule Reviews: 

G d 

Ad 

Bd 

10 Cheat Mode: 

Gd 

Ad 

Bd 

11 Game Strategies: 

Gd 

Ad 

Bd 

12 Reboot: 

G d 

Ad 

Bd 


2. How many people, apart from yourself, are 
likely to read this copy of the magazine? 

1 □ One 

2 O Two 

3 O Three 

4 d More than three people 

3. On average, about how much of Computer 
Player do you read or look at (excluding adver¬ 
tisements)? 

1 O Less than a quarter 

2 n About a quarter to a half 

3 □ About half to three quarters 

4 □ More than three quarters 

5 O Cover to cover 

4. What will you do with this copy of Computer 
PuvYER once you’ve finished reading it? 

1 □ Keep it for reference 

2 □ Pass it on to someone else 

3 O Throw it away 

5. Please rate Computer Player. 

1 CD Excellent 

2 d Good 

3 d Fair 

4 d Poor 

6. What system/hardware do you own? Check 
all that apply. 

1 d IBM PC/MS-DOS Compatible 

2 d Macintosh or Compatible 

3 d CD-ROM Drive 

4 d Sound Board with Speakers 

5 d Joystick or Similar Device 

6 d Modem 

7. What system/hardware do you plan on pur¬ 
chasing within the next year. 

1 d IBM PC/MS-DOS Compatible 

2 d Macintosh or Compatible 

3 d CD-ROM Drive 

4 d Sound Board with Speakers 

5 d Joystick or Similar Device 

6 d Modem 

7 d System Upgrade (Motherboard, Hard Drive 
or Memory) 

8. Do you currently use an on-line service or 


have direct access to the Internet? 

1 d Yes 2 d No 

9. If no, do you intend to go on-line in the next 
year? 

1 d Yes 2 d No 

10. If yes, which on-line service(s) do you intend 
to use? 

1 d Direct Internet access 

2 d America Online 

3 □ CompuServe 

4 d Delphi 

5 d Genie 

6 d Imagination Network 

7 d Prodigy 

8 d Microsoft’s MSN 

9 d Apple’s eWorld 

11. Do you think that all the excitement about 
the Internet is hype and that it’s just another 
passing fad. 

1 d Yes 2 d No 

12. How many hours a week do you play com¬ 
puter games? 

1 d Less than 5 
2d 5-10 
3d 10-20 
4 d More than 20 

13. What types of games do you like most? 

1 d Action 

2 d Adult 

3 d Adventure 

4 d Strategy 

5 d Simulation 

6 d Sports 

7 d Role-Playing 

8 d All/No Preference 

14. Which types of software do you intend to 
buy or upgrade on in the next year? 

1 d Account!n^Spreadsheet 

2 d Art/Rendering 

3 d Business/Presentation 

4 d Word Processing 

5 d Communications/On-line 

7 d Desk Top Publishing 

8 d Education/Edutainment 

9 d Music 

10 d Programming 

15. Where do you buy your software and/or 
hardware? (check all that apply) 

1 d Computer dealer 

2 d Department store 

3 d Discount store 

4 d Electronics store 

5 d Mail order 

6 d Software store 

7 d Toy store 

16. About how much money a year in computer 
games do you spend? 

1 d less than $100 

2 d $100-$200 


3 d $300-$500 

4 d $500-$1000 
4 d Over $1000 

17. How many games a year do you purchase? 
1 d 1-6 
2d 7-12 

3 d 13-20 

4 d 21 -30 

5 d More than 30 


18. How many CD-ROM games do you intend to 
purchased in the next year? 

1 d 1-6 

2 0 7-12 

3 d 13-20 

4 d 21-30 

5 d More than 30 

19. What computer-game magazines do you 
read? Check all that apply. 

1 d Computer Gaming World 

2 d Computer Game Review 

3 d PC Gamer 

4 d Strategy Pius 

20. Are you... 

1 d Male 2 d Female 

21. How old are you? 

1 d Under 18 

2 d 18-24 

3 d 25-34 

4 d 35-44 

5 d Over 45 

22. What is your employment status? 

1 d Student 

2 d Not working 

3 d Part-time employed 

4 d Full-time employed 

23. What is your level of education? 

1 d Less than High School 

2 d High School Graduate 

3 d Some College 

4 d College Graduate 

5 d Graduate School 

6 d Current Student 

24. What category best describes your current 
employment. 

1 d Service Industry 

2 d Civil Servant 

3 d Professional 

4 d Professional/Management 

5 d Military 

6 d Student 

7 d Other 

25. Please estimate your family’s annual house¬ 
hold income. 

1 d under $20,000 

2 d $20,000-$39,999 

3 d $40.000-$69,999 

4 d $70,000-$99,999 


5 d More than $100,000 


Carefully print all information legibly so that we may notify you in the event that you win. Entry must be 
received no later than IMovember 30, 1995. Remember, form must be completely filled out to be eligible. 

NAME_ 

ADDRESS_ 


CITY/STATE/ZIP 

PHONE 
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Or fax it to: 

















ADVERTISER INDEX 


RSC# 

ADVERTISER 

PG# 

RSC# 

ADVERTISER 

PG# 

119 . 

. .Access Software . 

..58-59 

1 129 . . 

.Interplay .. 

...Cvr#4 

117 . 

. .Accolade . 

..50-51 

128 . . 

. 1 ntracorp/Capstone . 

...Cvr#3 

120 . 

. .Accolade. 

. .74-75 

118 . . 

. Lucas Arts. 

...54-55 

101 . 

. .Art Data Interactive. 

..Cvr#2 

Ill . . 

.MGM/UA Home Video 

...30-31 

112 . 

. .Chips & Bits . . 

. 33 

109 . . 

.Microforum ... 

. 27 

125 . 

. .Chips & Bits .. 

85 

il<l«OI II 

114 . . 
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115 . 
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..42-43 

104 . . 
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. 9 

123 . 

. .Event Horizon Sftwr . 

. 83 
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. 83 

102 . 

. .Formgen . 

. 3 
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.Parsoft Inti . 

.. .97 

105 . 

. .GT Interactive. . 

...10-11 

103 . . 

.Philips... 

.7 

107 . 

. .GT Interactive. 

...16-17 

125 . . 

.S. Software. 

.83 

121 . 

. .GT Interactive . 

. 79 

108 . . 

.Sanctuary Woods .. 

...20-21 

110 . 

. .GTE Interactive. . 

. 29 

113 . . 

.Suncom Technologies, 

. 35 

130 . 

. .Inscape . 

. 13 
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.The Game Factory . 

. 83 

106 . 

. .Inscape .. 

. 15 

This Ad Index is provided as a service to our readers. 
Due to last minute changes, we cannot guarantee 

correct intormation. 



Do you know what PBM (Play-By-Mail) gaming is? If you don’t, 
we can help you explore the world of PBM gaming. Paper 
Mayhem has been leading the way for over 10 years by 
informing people about PBM gaming. Articies, reviews, 
biographies, PBM game & company ratings and more fill each 
issue. 

Paper Mayhem has been improving with the ever expanding 
hobby of PBM gaming since 1983. Each bimonthly issue brings 
you the latest on PBM news. 

So why delay and miss out on all the fun? 

PAPER MAYHEM 
Dept CP, 1518 Adams St. 

Ottawa, IL 61350-4770 

US Subscriptions: Single issue $5.00 
1 year $24,00 - 2 year $42.00 

FOREtGN SUBSCRIPTIONS; Please inquire for rates. 
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Sexy Multimedia 

Online 

3rd Millennium BBS 

High tech adult movies 



ANNIHILATION 


CARNAGE 






TOTAL: 
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GREATEST SHOOT ’EM UP 
PC EVER CREATED 


FOR I HE 


TRY IT 

Download the shareware version from America Online. CompuServe 

the Internet and all good BBSes. 
or Order it from us for just $3.95 (+$3.95 s&h) 

BUY IT 

Order the incredible FULL version oi Baryon tor just $34.95! 

(+$3.95 s&h) 

Orders Only: 1-8()()-9-843-943 
Questions: L203-776-86()8 or GameFact@aol.com 

The Game Factory 
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TOP SHAREWARE GAMES 
ONLY $1.50 PER DISK 


• Heretic - NEW Irom ID 

• Doom - 

NEW Version 1.9! 

• Duke Nukem 2 

• Efernam 

• Cheat Machine 

• Trolls 

• Kung Fu Louie 

• Hocus Pocus 


• Mystic Towers 

• 3D Chess 

• Corridor 7 

• Simulotions of Risk, 
SaaUile, Motiopdy, Uno 

• Spear of Destiny 

• Snngo Fighter 

• Blake Stone 
Pinball Super Android 


Another Planet and 
Me with No Beer 

Rondwors 2000 
Major Stryker 
Mystery Manor 
Hockey 
Raptor 

Wolfenstein 3D 
Wild West 


• Bio Menace 

• Tetris 3D 

• Flight Simulators 

• Kilobloster 

• Executioners 

• Stmtsys 

• Baseball 
PLUS Many, 

Many More 


FREE CATALOG INCLUDING WINDOWS, BUSINESS, UTILITIES, EDUCATION, GRAPHICS 


SOFTWARE GAMES 


SeXXcapades 

Hie premiere adult board game. 
Over SMB with 80 VGA movies and 
SOUND. Price $79. 


- The Virtual 
Woman. Artificial Intelligence. She 
learns your words. Adult versions - 
2 girts. Price $69. Voice Kit $29. 
CD-ROM $69 Includes Voice Kit. 


Pornmonia CD-ROM 

5 wild adult games. Plus 1200 MB 
of movies on 2 CD-ROMS. 

$59 or combine with other 
CD-ROMS below. 


tNTERACTtVE GIRLS CLUB 

Challen 9 mg interactive adventures - Full-motion video scenes 

IGl Teresa - The House Guest • IG2 Jo Guest - The Milk Round • IG3 Vida - At the Cafe 

Price: $49 each, 2 for $89, oil 3 for $ 119. 

FREE PC forep/oy Bonus Program ($15 value) with any Interactive Girls Purchase 

INTERACTIVE CD-ROM MOVIES: Virtual Vixens 1 & 2, Neurodancer, Samurai Pervert. 
CD-ROM MOVIES; SeXXcopades... The Movie, King Dong, Sex Gomes, Too Naughty to Say No. 

_ All CD-ROMS: $59 each or 3 for $149. _ 

$19 ADULT CD-ROM BLOWOUT - CALL FOR DETAILS 


ADD $4 S/H • 3.5" Or FOREIGN ORDERS ADD $2/DISK • IN PA ADD TAX • WUST STATE AGE OVER 21 YEARS. 

VISA/MC Orders Only: 800-462-7399 Ext. 600PR / 24 HRS / 7 DAYS 

FAX (2) 5) 997-2571 • Or CK/MO to:SeXXv Software, P.O. Box 220., Dept.600PR. Hatfield, PA 19440 
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No, you won't actually get any free 
beer—life's hard. However, if you find 
the roads in Highway Hunter getting a 
little too hot to handle, this will be just 
as refreshing. 

First, make sure that you're in 
Highway Hunter's main directory. Next, 
type START, then hit your space bar and 
enter any of the following cheat codes. 

FREE: SuppI ies your automobile with 
all the weapons you'll need to perform 
the necessary roadwork. 

BEER: Keeps your energy high so 
your laser weapons don't ever run low. 

SKIP; Bypasses the opening intro, 
jumping you right to the main menu 
smoothly and efficiently. 


L#: Allows you to specify the desired 
starting level. For example, to begin the 
game at Level 3, you would simply type 
START L3 and press the Enter key. 

Remember that the codes must fol¬ 
low the START.EXE file in the main 
directory. So, to use FREE, simply type 
START FREE from the main Highway 
Hunter directory. Be sure to leave a 
space between START and the code you 
wish to use, otherwise, the code won't 
work {nor will Highway Hunter, for that 
matter). And when you find yourself 
blowing away baddies left, right and 
above you, remember, you owe it all to 
FREE BEER. 



Full Throttle 


Highway Hunter 
Lode Runner 





CHEAT CODES 

Back in the early '80s, a relatively 
simple, yet extremely addicting, game 
had a captive running furiously around 
collecting gold while evading evil 
guards. This simple game was known as 
Lode Runner, and, like most old great 
movies, a remake was made for the '90s 
with a few extra bells and whistles. 
Among these additions is a cheat code 
that allows you to play as one of the 
monks. 

While the new Lode Runner is distrib¬ 
uted in both MS-DOS and W/ndows for¬ 
mats, different methods of accessing the 
monk mode are accessible through the 
two versions. Starting with the MS-DOS 


version, perform the following actions. 

During the game, hit CTRL-F3 simul¬ 
taneously to activate monk mode. You 
can then control the monk by the follow¬ 
ing codes: T, Y, U or G, H, I or B, N, M. 
Pressing TAB will use the current monk. 

In the Windows version, first click to 
the upper-left corner area at the main 
Lode Runner menu, then press CTHULU 
(for version 1.2) or YOG (for version 1.3). 
Confirmation of the code can be heard 
through a "gong" sound effect. Like the 
MS-DOS version, use T, Y, U or G, H, I 
or B, N, IVI to control the monk's move¬ 
ments, while pressing TAB to select the 
current monk. 



MechWarrior 2 
Slipstream 5000 
Star Trek: TNG 



CHEAT CODES 

You're on the final lap, with three 
other racers closing fast Lasers sear past 
as your opponents close in their more 
maneuverable and faster ships. You 
swerve to avoid more incoming fire, but 
when you pull up, you find you're now in 
fourth place. 

Fortunately, there's a gold mine wait¬ 
ing to be tapped that will allow you to 
join the big boys with their fast hover- 
cars. No more catching your opponents' 
tailwind; there's no room for second 
place. 


So relax, there's still hope for you 
with the refinery. No, not working at a 
refinery—using the cheat code REFIN¬ 
ERY. At the main game menu, enter the 
word REFINERY and you'll find that 
you've suddenly become anonymously 
sponsored in a very big way. 

With all that money, you could just 
retire—but you know you were born to 
tear through the Grand Canyon at speeds 
in excess of 400 m.p.h., leaving your 
opponents breathing your exhaust. W 
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one, and if 
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discover 
what she 
tikes to 
wear, you’ll 
see and 
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of each 

one of 

.— ' y| e s e 

three beautiful women. Over 75 screens and 3 
girls, each screen Is a different special effect, a 
high quality digital painting. There are 6 short 
animations, 1 morph, and 3 live videos. CD $36 



■ HOT DOG 

GIRLS OF 
&ORIDA’ 

Park the 
car, grab 
your wallet 
and step 
up to the 
cart: Ifs 
lunch time 
or is it fan¬ 
tasy time? 
Let your 
imagina¬ 
tion run wild as these bikini clad babes show you 
more than just their hot dog buns. The fully inter¬ 
active video scenes and high quality images will 
steam your dogs to perfection. CD $24 



VIRTUAL 
VALERIE 

2’ The 
queen of 
cybersex is 
back! 
Virtual 
Valerie 2 is 
the ultimate 
in cyberoti- 
ca and the 
embodi¬ 
ment of 
every red- 
blooded 

technofihile’s deepest desires! Sophisticated 3-D 
modeling, tantalizing animation, erotic sound 
effects, ^ a sizzling music score oonrijine to cre¬ 
ate a mind blowing sextravaganza! CD $39 



‘CYBERSTRIP 

POKER’ 

Although out¬ 
lawed in some 
sectors of 
space, these 
space borne 
palaces are fre¬ 
quented by the 
rich and influ¬ 
ential. As 
treacherous as 
the journey to 
these stations 
can be, the 
rewards can be 
greater than 
most men's 
dreams. CD $44 
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virtual 3-D 
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tounding 
interactive 
graphics 
allow you 

to search for the secret passageway that leads 
to the vampire's private chamber. Your actions 
determine the outcome, but beware of things 
that go bunp in the night! CD $3$ 
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Adv Seymore Bits 2 $49 

3D Darling 

$34 

8 is Never Enough 

$24 

Elements of Desire $34 

Rain Women 

$38 

Above the Knee 

$26 

Club Cyberlesque 

$29 

3D Dream Girls 

$25 

A Little Irresistable 

$24 

Endangered 

$29 

Secrets 1 or 2 

$26 

Affairs of the Heart $26 

Come Play w/Me 

$36 

Adult Palate 2 

$27 

A Woman’s Touch 

$26 

Endlessly 

$24 

Seductions 

$24 

Amateurs in Action 3 $25 

County Line 

$44 

All Beauties 

$24 

Above the Knee 

$24 

Ertic Dreams 1 or 2 

$32 

Select a Pet 2 

$29 

American Blond 

$26 

Cyber Strip BIk Jck 

$49 

Amateur Models 

$22 

Adult Movie Almanac $49 

Erotic Encounters 

$22 

Seymore Six Pack 

$39 

An-I Asian 2 

$25 

Cyber Strip Poker 

$49 

American Girls 2 

$29 

Adult Superstars 

$26 

Erotic Film 2 

$22 

Sinful Girls 

$32 

Angel of Passion 

$29 

Cyber-Peep lA 2 

$25 

American Pie 

$19 

Advnt of Mikki Finn $39 

Evil Woman 

$24 

Sinfully Yours 

$29 

Arcus Adult Sampler $6 

Daily Teasers 

$32 

Asian Hot Pix 

$19 

All Night Long 

$24 

Exposure 

$24 

Sleepwalker 

$42 

Babes Illustrated 2 

$25 

Designer Bodies 

$39 

Asian Palate 

$34 

Amateur Alistars 

$26 

Fantasies 2 

$26 

Slippery When Wei $24 

Bad Company 

$26 

Desktop Mistress 

$49 

Asian Palate 2 

$36 

Amateur Models 3 

$25 

Fantasy Afterdark 

$28 

Spring Break Girls 

$32 

Bad Girls 1 or 2 ea $26 

Digital Dancing 

$32 

Asian Pleasures ea$39 

American Blond 

$24 

Forever 

$26 

Star Bangers 1 -4 ea $26 

Black Broad Jungle $25 

Dirty Debutantes 2 

$39 

Babe Watch 3D 

$26 

American Built 

$24 

From China W/Love$24 

Starware Gift Pack 

$59 

Blind Spot 

$26 

Diva- 

$49 

Biker Babes 

$29 

American Swingers $26 

Future Kink 

$24 

Steamy Windows 

$25 

Burgundy Blues 

$25 

Dream Girt 

$28 

Blond Bombshells 

$29 

Amorous Asian Girls $29 

Ginger Unlimited 

$25 

Stocking Stuffers 

$33 

Burning Secrets 

$25 

Dream Machine 2 

$49 

Bodacious Beauties $34 

Asian Heat 

$24 

Girlfriends V. 1 

$24 

Streets of NY 

$24 

Casting Call 2 

$36 

Electric Swing 

$39 

Captured Elegance $24 

Asian Ladies 1 or 2 $39 

Girls of Mardi Gras $39 

Suite 18 

424 

Cat House 

$26 

Fantasies Interactive $35 

Celebrity Nudes 

$25 

Babe Patrol 

$24 

Girls of Pleasure 

$26 

Swap 2 

$24 

Channel Blonde 

$26 

Fox Pack 

$37 

Danish Fantasies 

$39 

Babes illustrated 2 

$25 

Girls on Sunset Strip $34 

Swingers Worldwide $34 

Cheating 

$26 

Girlfriend Maria 

$39 

Domin-A-Trix 

$19 

Bachelor Party 

$24 

Graduation FF.U. 

$39 

Take Me Hard 

$32 

Crazy w/the Heat 3 

$25 

Girlfriend Suzie 

$44 

Erotic Fantasies 

$26 

Bachelorette Party 

$22 

Group Therapy 

$39 

Taking It Off 

$25 

Day Dreams 

$25 

Girlfriend Teri 

$46 

Erotic Giant 

$24 

Bad Company 

$24 

Heidi’s Girls: X Vol 

$28 

Target of Seduction $26 

Dirty Looks 

$26 

Girlfriend Tracy 

$44 

European Erotica 

$29 

Bad Girls 

$24 

Hidden Agenda 

$39 

Temptation 

$28 

Dirty Western 2 

$25 

Hot Slots 

$37 

Eurotica 

$19 

Best of Blonds 

$26 

Hidden Obsessions 

$25 

The Coven 

$25 

Endlessly 

$26 

Internat’l Strip Poker $22 

Exotic Poses 1 

$22 

Best of Vivid 

$24 

Hot Shorts 

$26 

The Last Girl Scout $26 

Exposure 

$26 

Ladies Club Poker 

$26 

Extreme Delight 

$28 

Betrayal 

$27 

Hot Stuff 

$28 

Tokyo Nightlife 

$59 

Extreme S-x 

$26 

Lust Connection 

$39 

Femme Fatale 

$33 

Bikini Beach 

$44 

House of Dreams 

$24 

Topless Dancer 

$29 

Fantasies 

$29 

Maddams Family 

$39 

Garo Collection 

$24 

Blind Spot 

$24 

House of Pain 

$24 

Touch Me, Feel Me $29 

Fiesh for Fantasy 

$25 

Max 

$49 

Girls of J S Hicks 

$34 

Blond Fever 

$36 

ice Woman 

$24 

Tracy I Love You 

$24 

Girls with Curves 2 $25 

Midnight Stranger 

$45 

Girls of Risque 

$26 

Blond Justice 

$25 

Immortal Desires 

$25 

Ultimate Teasers 

$26 

Hardcore 

$26 

Mind Teazzer 2 

$32 

Girls of Spice 2 

$24 

Blondage 

$24 

Indiscretion 

$36 

Urotsukidoji Collectn $49 

Ice Woman 

$26 

Mustang Interactive $42 

Girls of Vivid 2 

$19 

Bobbit Uncut 

$32 

Insatiable 

$24 

Vagablonde 

$24 

If Looks Could Thrill 

$26 

Nasty Parts 

$42 

Hard Core GIF’s 

$29 

BodyCetlo Six Pack 

$49 

Ladies Club Pool 

$25 

Visions of Erotica 

$29 

Intimate Journey 

$26 

Net Erotique 

$39 

Heavenly Bodies 1 

$29 

Bonnie & Clyde 

$26 

Lap of Luxury 

$25 

Voice in my Bed 

$24 

Justine 

$36 

Neurodancer 

$39 

High Volume Nudes 

$28 

Breaking It 

$26 

Legend 4 

$25 

Wager of Love 

$25 

Killer instinct 

$26 

Neuropak 

$54 

Hooter Heavens 

$36 

Busen Extra 1 or 2 

$28 

Lethal Passion 

$26 

Wet Dreams 1 or 2 $26 

Mask 

$26 

Nightwatch l-active 3 $49 

Hot Girts 

$24 

Butt Of Course 

$26 

Love Bites 

$26 

Wicked Whispers 

$29 

More than Handful 5 

$25 

Penetration 

$24 

Hot Pix 

$24 

Cafe Flesh 

$24 

Mask 

$25 

Wide Open Spaces $24 

Naked Reunion 

$26 

Penthouse 3 or 4 ea$59 

Internat’l Beauties 

$24 

California Calendar 

$29 

Maximum Moments $34 

Wild Innocence 

$26 

New Lovers 

$26 

Pleasure Zones 

$33 

Jigsaw Pinups 

$20 

Camp Double D 

$29 

Mind Shadows 

$24 

Woman to Woman 

$24 

Novel Desires 

$29 

Poker Party 

$45 

Lady in Spain 

$29 

Candy Snacker 

$24 

Mode! Wife 

$24 



Naked Reunion 

$26 

Room For Rent 

$42 

Massive Mellons 

$29 

Candy Stripers 

$29 

Model’s Memoirs 

$22 


i' ^ ^ 

Parlor Games 

$26 

Scissors N’ Stone 

$29 

Northern Delights 

$32 

Cat and Mouse 

$39 

Murphy’s Brown 

$24 



Pink Lady Detective $25 

Secrets Interactive 

$35 

Nova Collection 2 

$24 

Channel Blonds 

$26 

My First Time 

$24 

Blond Justice 

$29 

Poison 

$26 

See Some 3 Some 

$39 

Oral Fixation 

$32 

Condo Cuties 

$28 

Mystique of Orient 2 $24 

Channel Blonde 

$29 

Pretending 

$25 

Sorority House 

$34 

Oriental 1,2,3 each $16 

Curse of Catwoman $24 

Naughty But Nice 

$29 

Death Mask 

$49 

Puttng it all Behind 2 $25 

Space Sirens 2 

$39 

Overexposed 

$39 

Dangerous Blondes $29 

New Machine 6 Pck$42 

Endlessly 

$29 

Shame 

$26 

Spy Club 

$49 

Public Fantasies 

$29 

Danish Girls Exlusive$25 

Night Creatures 

$26 

Hot Ro-x 

$29 

Steal This Heart 

$36 

Strip Poker Pro 

$29 

Select A Pet 

$29 

Danish Girls Only 1 $25 

Night Trips 2 

$25 

Immortal Desire 

$29 

Stiletto 

$26 

Strip Pot MPEG 

$36 

Shaved Pink 

$25 

Day Dreams 

$25 

Night at the Drive-In $26 

intimate Journey 

$29 

Suite 18 

$26 

Texas Table Dance 

$39 

Sizzle 

$26 

Days Gone Bi 

$25 

Nova Collection 3 

$24 

Love Bites 

$29 

Shame 

$26 

Vampire’s Kiss 

$38 

Southern Beauties 

$34 

Deception 

$24 

Novel Desires 

$33 

Mind Teazzer 2 

$29 

Super Model 

$26 

Velvet Dreams 

$35 

Stripping Hot Girls 

$24 

Depraved Fantasies$25 

One Nine Hundred $33 

Neurodancer 

$39 

Swindle 

$29 

Virtual Director 

$49 

Super Smutware 

$26 

Desert Passion 

$25 

Only the Very Best $26 

Passion Files 

$36 

Taboo 12 

$25 

Virtual Strip Tease 

$25 

Sweet Cheeks 

$26 

Digital Seduction 

$34 

Oriental Action 

$26 

Pleasure Zones 

$29 

Taboo 13 

$25 

Virtual Valerie 2 

$39 

Sweet Dreams 

$29 

Dinner Party 

$39 

Oriental Treatment 3$28 

Super Model Go WId $29 

Target of Seduction 

$29 

Virtual Vixens 

$39 

Tabloid Beauties 

$28 

Dirty Debutantes 

$24 

Parlor Games 

$25 

Takin’ It Oft! 

$29 

The Coven 

$26 

Virtually Yours 2 

$49 

Tokyo Glamour Gris$29 

Dirty Duo 

$22 

Pleasing Your Lover$25 

The Coven 

$29 

Things Change 

$36 

Wanderlust 

$44 

Total Fantasy 

$24 

Dirty Laundry 

$35 

Pleasure Dome 

$28 

Voices in My Bed 

$29 

Vagablonde 

$26 

Wheel of Fantasy 

$26 

Women of Moscow $34 

Doors of Passion 2 

$27 

Princess of Persia 

$34 

■ Wanderlust 

$39 

Vice 

$26 

Winner Takes All 

$39 

Women of Venus 

$22 

Double Down 

$24 

Racquelle in t’ Wild $24 

Winner Takes Ail 

$29 

Wicked Whispers 

$25 
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cizing his family from other working families. His wife 
was the next to go, and last, but not least, now his 
son has died. And you thought you had your share of 
bad trips. 


rriving at his son's 
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ter. I'm along for the ride to make sure that you don't mess 
Devlin's last chance, giving you a complete guide to assist 


rs, you can trust me 
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Station Layout 


The Orion Conspiracy takes place aboard the Kobayashi 
research station, which in itself is divided into three primary 
areas. These areas are the A, B and D sections. 

The B section is the 
largest area, comprising 
five separate levels. The 
first level contains the 
volleyball court, 
weight/locker room 
and bar. On the second 
level, there's the lab, 
medical bay and hydro¬ 
ponics gardens. Level 2 
also contains the only 
accessways to sections A, 
C and D, the former 
through a shuttle and the 

latter two through elevators C and D. Level 3 is primarily crew 
quarters, including Danny's room, Devlin's deceased son. 
Level 4 is another crew deck where the kitchen is located. 

The fifth level doesn't see any real action in the game. 

The A section is where the Mogami-Hudson scientists 
perform their work. You can also find the transport pod and 
engineering here as well. 

Within the D section, 
you'll find three main lev¬ 
els. Level 3 consists of 
the scout craft bay and 
shuttle navigation com¬ 
puter room. The store¬ 
room and catacombs are 
on Level 4, and Level 5 is 
the entrance to the obser¬ 
vation pod. 

Last, there is another 
area that is considerably 
smaller than the others, 
and that's the C section, 
comprising only the armory room. In order to make things 
easier to find. I've abbreviated levels throughout the guide. For 
example, B3 refers to Section B, Level 3. 






After receiving the note from an anonymous "friend," it's 
time to start your own little investigation into the matter. 
However, your stay on Cerberus is limited to a short duration. 
Thus, the first thing you should do is get more time. The shut¬ 
tle is your only immediate threat to being sent away soon, so 

disabling the shuttle will do 
the trick. 

Blocking you is the fact 
that you don't have access 
to the shuttle bay. Exit 
your quarters and search 
for Brooks, the shuttle 
pilot, who can be found 
wandering the hallways on 
B2. She's got what you 
want, and the best way to 
get the access passes is by 
challenging her to a 
game of basketball. After 
she accepts, ride the elevator to B1. 

When she's out on the basketball court waiting for you, it's 

time to spring into action. Slip past 
her and go into the Gym located 
on the left of the court and open 
Brooks' locker, gaining you an 
Elevator Passcard D. Also search 
Brooks' jacket, obtaining the 
necessary NAVCOM passcard. Be 
sure to put the jacket back so you 
don't arouse any suspicion. 



Your next step is to 
locate the shuttle naviga¬ 
tion computer. Take the 
elevator down to B2 and 
walk ail the way to the 
right until you reach 
Elevator D. Use the con¬ 
trol panel and descend to 
D3. Proceed to the 
Docking Bay and put the 
ID Card in the Shuttle's 
Navigation Computer. Erase the shuttle's memory banks, 
causing the shuttle to be grounded for a week, giving you the 
time you need to discover what really happened to your son. 

Walk over and see Ruth Bernard, the Chief Kobayashi 
Scientist, whose office can be found in the room just left of 
Elevator D on B2. Ask Bernard what she knows of Danny's 
death. She'll conduct some research on your behalf, discover¬ 
ing that there was a three-megawatt flare of energy produced 
by the probe where Danny died. Explosives aren't her specialty, 
but the resident war veteran, Meyer, knows more. 

Walk to the far left of B2 to reach the shuttle. After the 
shuttle transfers you to Section A, the Mogami-Hudson area, 
walk left again until you 
reach engineering. Talk to 
Meyer and ask about the 
energy flare. His reply 
confirms that a concussion 
charge could give off 
enough energy for the 
blast, but that there aren't 
any concussion charges 
aboard the station. 

Speaking with other crew 
members will prove mostly 
frivolous, as they're very 
tight-lipped. 

That is, all of them except for Rowland, who shares the 
office with Ruth Bernard. See Rowland and ask about the 
concussion charge. He'll ask for a blueberry pie in payment 
before he parts with any of his knowledge regarding concus¬ 
sion charges. 

Fortunately, there just so happens to be a blueberry pie in 
the kitchen on B4. Unfortunately, the cook. Jay Chandra, is 
extremely possessive of 
his accomplishments in 
the kitchen—including, of 
course, the blueberry pie 
that you need. Ask 
Chandra about the best 
dish, in turn, having the 
cook focus his efforts on 
proving his culinary skill 
to Devlin. 

In order to divert 
Chandra long enough to 
"borrow" his pie, you'll 

need a rat to help you out—a real rat. While the chef is busy. 
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charge was taken within four 
hours of Devlin's son's death. 

Ask LaPaz about who has 
access to the Armory 
where the charges are 
stored. 

A little bit of crew infor¬ 
mation would be vital right 
about now, so proceed to 
the Sickbay on B2, in the 
office to the left of Bernard's 
lab. The only problem is that Doctor Chu won't let you near the 
medical computer. Go back and see Rowland again on B3, 
Crew E and mention the fact that he's looking ill. In turn, 

medical computer in 
Sickbay back on B2. 

Be sure to examine 
everything thoroughly in 
the medical computer's 
database, as the informa¬ 
tion is important in more 
ways than just narrowing 
down suspects. One of 
these items is the fact that LaPaz is pregnant, something she 
doesn't want the others to know. 

Walk over and chat with LaPaz again, blackmailing her into 
giving you the key required to access Danny's personal 
belongings. Take a quick trip 

tograph. Look at the photo¬ 
graph, revealing Danny's significant other. Stunned and sur¬ 
prised, Devlin is immediately caught off-balance by the hot- 
tempered individual from the photograph, and before Devlin 
can reply, Danny's lover storms out of the room. 

Making matter worse, others have witnessed the confronta¬ 
tion. Only moments later, LaPaz will enter the room, guiding 
Devlin to that individual's quarters, where what's left of 
Danny's lover remains. Naturally, Devlin is accused of murder 
by Captain Shannon, and you're swiftly held under house 
arrest within the Observation Pod. 

Luckily, it's not much of a prison. Take the telescope and 
dismantle it until all you're left with is the lens and the metal 
tube. Now unscrew the grill by the door with the lens, dis¬ 


take the elevator back to 
B2, stroll over to Elevator 
D and take it down to D4. 
Walk past the storeroom 
and into the catacombs. 
Nearby is an occupied 
rathole. Walk further into 
the catacombs, pick up 
the lamp, then return to 
the rathole. Wait for the 
rat to exit his rathole, then 
immediately put the lamp in front of the rathole, blocking the 
entrance. The rat is now trapped outside of its home, but 
you're not fast enough to catch it. 

It's time to visit engineering again over at the Mogami- 
Hudson area in Section A. Take the shuttle over from B2, 

enter the engine room 

W 0 ll^l^ck to th© 

the dish may look tempt¬ 
ing, you're here to sniff out clues, not eat food. So drop the 
stiff rat into the chicken korma. Walk into the kitchen and 
complain to Chandra about the extra ingredient. While 
Chandra is confused at the addition of the "ratsicle," take the 

pi. the kitchen larder 

Bernard's lab, then enter 
the backroom where Raman is working. Discuss the concus¬ 
sion charges with her. She'll admit to the fact that concussion 
charges are used, but under the pseudonym Gauge 3 
Wrenches. With that in mind, proceed then to the storeroom 
and get the old stock inventory from the storeroom on D4. 

After taking the old stock inventory, it's time to compare it 
against the new stock inventory. Find Susan LaPaz and ask 
her for the latest stock inventory and compare the two 
stock inventories. This will unearth the fact that a concussion 
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mantle the grill, place the tube into the airpipe, then 
block the tube with the biscuit from the ration pack. With 
the oxygen flow cut off from the Observation Pod, the com¬ 
puter will automatically cancel the lock and open the door. 

Upon exiting the Observation Pod, Devlin will run into 
Alison Gates, who is the person responsible for giving you 
the note regarding Danny's death at the start of this whole 
ordeal. Stealth is of the utmost importance, since you're now 
a fugitive. 

A breath of fresh air could do Devlin some good right 
about now. Guide him to the Hydroponics Gardens on B2, 
taking the wire cutters from the shed. After picking up the 
wire cutters, proceed to the engineering area back in 
Section A. Pick up the wrench and proceed to the near¬ 
by Transport Pod. 


The Transport Pod 
is unaccountably 
filled with strange 
cocoons. Gates enters 
and can offer no fur¬ 
ther insight as to the 
origin of the cocoons. 
After a little while, 
Doctor Chu will 
appear, revealing her¬ 
self to be an alien 
creature intent on dis¬ 
posing of the entire 
crew. Gates is then 


killed by Chu, which gives you time to escape back into the 
engine room. 

Enter the fuel storage area and switch off the power, 
then cut the cable with the wire cutters. Turn the power 

back on and have Devlin act as a lure, insulting the crea¬ 
ture and guiding it toward the live wire cables. Upon touch¬ 
ing the live wire, the creature will be shocked and temporari- 






ly stunned—but not for long. Quickly hammer one of the 
fuel tank pipes with the wrench, dousing the creature with 
lots of fuel. Instant alien flambe! And Chandra didn't think 
you could cook.... 

On the plus side, you've killed the alien. Then Meyer, who 
appears shortly after the explosion, delivers the bad news— 






the station has been badly damaged by your little cookout 
and will soon fall out of its geosynchronous orbit and into 
the black hole. D'oh! 

Upon exiting the engine room, you'll meet up with the 
eavesdropping Rowland, who heard everything in your con¬ 
versation with Meyer. Terrified, Rowland takes the nearest 
escape pod and blasts off. Not only has Rowland stolen the 
escape pod, but he's inadvertently taken the alien pods with 
him. Devlin has no choice now but to destroy the pod, which 
will kill Rowland as well. Bummer. 

Time is of the essence now, so race down to the cata¬ 
combs on D4, grabbing the hammer found to the far right 
excavation site. Swing by the Gym on B1, grab the chest 
expander, then make tracks to the bar to pick up Chandra's 
crowbar, also located on B1. Once you've picked up all of 
these items, go to Elevator C2, found behind the control 
room on B2, to reach the Armory. 

Pry open the control panel with the crowbar, and keep 
it open by using the chest expander. Use the lens to see 
which circuit to short 
out, then straighten out 
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the paper clip using the 
hammer. Use the newly 
straightened paper clip 
to short the circuit, then 
activate the control 
panel, opening the ele¬ 
vator door. Take the 
elevator and head up to 
the Armory. Once inside, 
use the periscope for 
the laser cannon to tar¬ 
get and destroy the 

escape pod with Rowland and the aliens. 

Captain Shannon will accost you now, revealing himself 
to be the real murderer of your son and your son's lover. 
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Before Shannon can kill you, Meyer intercedes and kills 
Shannon. Explain to Meyer about the aliens. Meyer will 
respond that the only way to fix the station's engines is 
from the outside, forcing Devlin to ignore his prior injury 
in order to save the remaining crew. But you'll need a 
zero-gravity ratchet first. 

Take Devlin back to D3 and over to the Shuttle's 
tool locker, located in the same room where you origi¬ 
nally erased the shuttle's memory. Open the locker and 
grab the necessary Zero-G ratchet. On your way back 
to Meyer, you'll run into LaPaz, who informs you that the 
security chief, Ward, has gone over the edge, killing sev¬ 
eral crew members he believes are aliens. 

Go down with LaPaz to the living quarters where 



Ward is being held at bay by Brooks and Raman. Before 
you can calm Ward down, Brooks jumps on him and, 
during the ensuing scuffle, one of Ward's grenades 
explodes, killing them both. Raman is also trapped by a 
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fallen console, with the whole corridor threatening to 
decompress in minutes. The cook, Chandra, decides to / ^ 
stay behind with her. So your next cheery task is to seal 
off the corridor, protecting the rest of the station and 
leaving Chandra and Raman to imminent death. 

Move to the storeroom on D4, taking the laser 
welder. Return back to the corridor and perform the 
grim duty of sealing the corridor's doors shut with the 
laser welder. The station is still failing fast, though, so 
it's on to the next task of repairing the engines. 

Meet Meyer in the docking bay found on D3 to the 
right and use the Scout Craft to get a spare part from 
the damaged probe, subsequently repairing the engines. 

After returning, you'll find that dissension is still blos¬ 
soming aboard the station. 

Proceed to the armory locker located at Cl and 
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use the crowbar to force it open. Take both concus¬ 
sion charges —labeled as mines —^then head over to 
the Shuttle area. After blowing up a sizable chunk of 
the Mogami-Hudson station, take the shuttle on B2 
over to Section A to look for any survivors. Speak with 
the injured scientist to discover what went wrong and 
take the bottle of dissipation fluid on the counter 
before you leave. 

Before hunting down Waterman, get the backup cir¬ 
cuit from Brooks' skull back on B3. With the chip in 
hand, walk over to D3 and into the shuttle navigation 
room to give Meyer the chip. After handing over the 
chip, it's time to find and kill Waterman. 

First head up to B1 and use the wire cutters to cut 
down the volleyball net, picking the net up. The last 
thing we're going to do is let the aliens discover how 
volleyball is played! You're going to need LaPaz's help, 
so make a quick detour over to the control center on 
B2 and talk her into coming along. Now proceed to 
the Hydroponics Garden to duel it out with the alien 
on B2. In the gardens, you'll find Waterman to the far 
left enjoying some dog food—literally. Walk out of that 
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room, place the net over the adjoining 
door and ask LaPaz to act as bait. We 

all know aliens like women better. 

The alien will entangle itself within 
the net, giving you time to pour the dis- 
sipater fluid on it, killing the alien. 

Hurry back to Meyer in the shuttle nav¬ 
igation room on D3. He'll inform you 
that the place is loaded with alien 
cocoons and that there's only one option 
left—blowing up the station. Damn! And 
after you repaired the stupid thing, too! 
On the bright side, virtually everyone 
else is dead, so you won't kill anyone. 

Proceed to the control center and 
switch the self-destruct on —yes, it's 
that easy to blow up a space station! 
Make tracks back to the shuttle naviga¬ 
tion room. When you arrive at the shut¬ 
tle bay, you'll find out that yet another 
alien has turned off the self-destruct. 
Head back to the self-destruct 
switch, turn it back on, then rig it with 
the mine. The next time Mr. Alien tries 
to switch off the self-destruct, he'll be in 
for the charge of his life. After watching 
the alien become dust, Devlin will take 
^ off running back to the shuttle area 
where Meyer and LaPaz are waiting. 


Into the 
Starry 
Black 


Yonder 

Looking back as you blast off, the sta¬ 
tion explodes, leaving nothing behind. 
Out of a crew of over 20, only three sur¬ 
vived. Congratulations! You've finished 
the light, witty and inspiring Orion 
Conspiracy. Oh, wait, wrong game. Well, 
at least three survived. F 


Quit complaining 
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handles world crises, and do something Environment plug-in 
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architecture 


about it. Buckle yourself into A-10 Attack! 
a real-life, real-time flight 


the first of its kind — you'll be able to take 
control of aircraft, tanks, warships or other 


simulator for the Apple Macintosh, It'll fine tools of mass destruction. 
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>1 ou'd think he would've learned his lesson after my 
piece on M.U.L.E., but noooo. Once again, my close 


personal friend, Ron Dulin, has allowed me to com¬ 
mandeer Reboot and rant and rave about a creaky old game 
for my beloved (and still operational, missing W key and all) 
Commodore 64. This issue, I've chosen a bit of an obscurity: 
Mail Order Monsters, designed by the trio of Paul Reiche III, 
Evan Robinson and Nicky Robinson, and released by Elec¬ 
tronic Arts in The Year of Our Lord 1984. 

Mail Order Monsters allowed one or two players to cre¬ 
ate not-so-cute li'l critters called morphs (Mail ORder 
Psychon Heroes) and pit them against each other in an 
overhead-view battle reminiscent of the scrapping 
sequence in Archon, an earlier Electronic Arts classic code¬ 
signed by Reiche. In the simplest of MOM's three difficulty 
levels, players would throw together quick-and-dirty 
morphs and jump right into battle. In the more complex 
levels, players created and managed an entire stable of 
morphs. 

For its time—hell, for anytime— MOM had a healthy 
number of game play options. There were 12 different 
morph types, ranging from the strong, speedy Lionbear to 
the weak, sluggish Amoeboid, and each morph could be 
souped up with a total of 20 different power-ups in four 

groups (movement, 
attack, defense and 
natural aids—such 
as hands or tenta¬ 
cles to operate cer¬ 
tain weapons). 

Best of all were 
MOM'S combat 
options. Battles 
took place on a 
huge variety of ran¬ 
domly generated ter¬ 
rain, from a group of 
islands to a moun¬ 
tain chain. Morphs 
didn't necessarily 
need to fight each 
other either; they 
could also play "Capture the Flags" or fight together 
against a computer-controlled group of creatures called 
"The Horde." (Is it coincidence that Reiche later designed a 
game called The Horde? Nuh-uh.) 

Of MOM'S three designers, Paul Reiche III has been the 
busiest. His credits are almost as long as John Gotti's rap 
sheet, but here's a roundup of his more popular games: 
Archon (EA), Murder on the Zinderneuf {EA), Archon II: 
Adept (EA), Star Control (Accolade), Star Control II 
(Accolade/Crystal Dynamics) and The Horde (Crystal 
Dynamics), the first game from the design group Toys For 
Bob. (Fred Ford, codesigner of Star Control I and II, is 
another member of TFB.) Fortunately, Reiche had very little 
to do with Archon Ultra, a sadly flawed update of Archon 
released by SSI in 1994. Unfortunately, Reiche also has 
very little to do with Star Control III, which is being worked 
on by Legend Entertainment, they of Gateway and other 
graphic adventures. It'll be very interesting to see if they 
can improve on Star Control ll's humor, detailed storyline 
and deep game play. 

What about the Robinsons, you ask? Nicky Robinson is 
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currently employed at Studio 3DO, where she just wrapped 
up work on Killing Time, a Doom-style first-person shooter. 
Nicky was too busy to grant me an interview in time for 
this article (sigh), but she was kind enough to let me know 
that she and Evan have since divorced (yikes), and that 
Evan's still in the biz, although I confess I have no idea 
what he's up to. (Evan, if you're reading this, send 
Computer Player some shamelessly self-promoting E-mail!) 

Will we ever see an updated MOM7 When I interviewed 
Reiche last year for a strategy guide on The Horde, he hint¬ 
ed that Toys For Bob had toyed (snort) with the idea. My 
drool cup runneth over when I think of Mail Order Monsters 

with more morphs, 
more power-ups, SVGA 
graphics, MIDI music 
and modem/network 
play. Most likely, 
though, MOM will 
remain one of the 
dozens of great games 
from the '80s that a 
new generation of 
computer gamers will 
never get to experi¬ 
ence, What a bloody 
shame. (And what a 
depressing way to end 
the column. Sorry.) f 
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Computer Player November ’95 


Expires March 24, 1996. Please circle only one answer per question 

1. Age: a) under 18 b) 18-24 c) 25-34 d) 35-44 e) over 45 

2. Sex: a) Male b) Female 

3. What is your annual household income? 

a) less than $25,000 b) $25,000-$34,999 
C) $35,000-$44,999 d) $45,000'$55,000 e) over $55,000 

4. How many computer games per year do you purchase? 

a) 1-6 b)7-12 c) 13-20 d) 21-30 e) Over 30 

5. What genre of computer games do you prefer to buy the most of? 

a) Action b) Adventure c) Strategy d) Simulation 
e) Role-playing f) All genres, no preference. 

6. What system(s) do you plan to buy in the near future? 

a) IBM PC or compatible b) Macintosh c) CD-i 
d) 3DO e) CD-ROM multimedia upgrade kit. 

7. Where did you get this copy of Computer Player? 

a) Newsstand b) Friend 

c) Subscription d) Other 
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